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MECHANIZED ARMIES RUN AMOK, AND YOU MUST DEVELOP THE STRATEGIES AND ALLIANCES TO QUELL THE CHADS 


GO FROM BLUEPRINT TO BAmEFIELD AS YOU DESIGN, BUILD, PROGRAM AND LAUNCH YOUR MECHANIZED 


WARRIORS INTO CONFLICT IN THE FIRST IN-DEPTH STRATEGY GAME FDR YDUR PLAYSTATION GAME CONSOLE 
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It’s risky out there. 
Too often people 


lose their lives 


or damage their 

health for no reason. 



PlayStation SameShark 

available now 


Smart gamers make sure 
they use the Granie Shark . 

Responsibly select from 
pre-programmed or easily 
updated codes for 

Infinite health, 
endless ammo, extra speed 

and more, it’s your choice. 



With space for thousands 
of codes, G-ameSharks 
provide extra endurance 
that keeps you going. 


Sega Saturn Same Shark 
AVAILABLE NOW 


Rule the hottest games 
and revive old ones. 


Play hard- 

you’re covered. 


Nintendo 64 Game Shark 
COKING SOON 



www.gameshark.com 
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Interact Accessories, Inc. 
A Recoton"* COMPANY 
www.interact-acc.com 


InterAct Accessories, Inc. is a proud supporter of both the 
American Foundation for AIDS Research (AmFAR) and M.A.D.D. 


Game Shark HOTLINE 


FOR THE LATEST CODES: 

1-900-773-SHARK 

Call costs $1.29 per minute. 
Must be at least 18 years of age 
or have parent’s permission to call. 
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We got our hands on the latest offering for the Nintendo 64 and now 


all we wanna do is hang out and blow reptiles into oblivion. Turok: 


Dinosaur Hunter Is definitely a ‘blast from the past?’ Find out all 


about this hot new game on page 25! 


SPOiiTSLinS 


UROK; DinOSAUR hUHTcR 


NBA Hang Time arcade machine! 

In our new ULTRA GP GameShop section, you’ll find loads of super>cool prizes, 
including your very own NBA Hang Time arcade machine! You can also try your 
hand at snagging one of our other way cool prizes! 
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Can Soul Blade cut its way to the 
top of the fighter heap? 
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specLaL Reports 

in-depth Looks at today's headLLnes! 


014 


orcade focus . 016 • options 
wiretap .... 021 • neusfeed 


FLTSt Looks 

sneak peeks at aLL the neuest games 


Game Revteus 

uhLch games are hot. . . and some coLd surprises 


sports RevLeus/prevLeus 

some games have pLayoff potentiaL, uhiLe others. 


086 


codes/strategles 


tips by cheaters uho knou hoy to prosper 


Letters 

the pen is mightier than the suord! yeah... right... 






Mario Kart 64 burns rubber on the 
Nintendo 64! 
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Not to be impolite, but your opinion means squat. 
See, this is Rally Cross'l You’re driving ojf-road now. 
Racing up to 3 competitors on our quad split screen. 
In one of 20 vehicles equipped with 4-wheel indepen- 
dent suspension. On up to 6 torturous backward- 
and forward-running tracks. Where jungle mud 
doesn’t just look like jungle mud, it acts like it. 
Where Arctic ice is slicker than a non-stick frying 
pan. And where half-pipe embankments are steep 
enough to roll you on your back like some pathetic, 
helpless dung beetle. So you can forget about turn 
sisals, seat belts and proper lane changes. Because 
when the guy in front of you spins 180 degrees, 
looking to ck a tap dance on your radiator, common 


courtesy takes a back seat to a 
little something called survival 


logos are trademarks of Sony Computer Entertainment Inc. U R NOT Elsa registered trademark of Sony Interactive Entertainment inc. Raily Cross is a trademark 
of Sony interactive Entertainment inc. Developed by Sony Interactive Studios America. © 1997 Sony interactive Entertainment inc. www.sony.com 





Chris slate 

chrLs_sLate@Qm . LuiagLne-Lnc . com 

H Editor Chris Siate was Turok’s buddy, 
he’d be Tdrok’s caddy, carrying ali the 
heavy stuff, because he figures it wouid 
be his best chance to meet Yoshi. 

Patrick Gaggatta 

patrLck_baggatta@Qni . Lmaglne-Lnc . com 

Features Editor Patrick Baggatta would help 
Tiirok stamp out all the carnivorous 
dinosaurs and would then start up a ‘Pet The 
Apatosaur’ theme park. 

Roger QurchlLL 

roger_l3urchLLL@Qm. Imagine- Lnc . com 

If Reviews Editor Roger Burchill hooked up 
with Turok, history would be irrevocably 
changed! After all, dinosaurs didn’t eat a 
whole lot of fast food! 


DflTOR 


I tell you, these clays I 
couldn’t be a happier 
guy. The Star Wars 
Special Edition movies 
are coming out, the 
NBA season is really 
starting to heat up, and our 
mag is kickin’ some serious ass. 
Ever since the change to ULTRA Game Players 
last October, we’ve been hard at work polishing 
the design, while desperately trying to keep up 
with a very demanding holiday schedule. It has- 
n’t been easy, and we’ve made a mistake or 
two {or three, or four..), but the long hours and 
sleepless nights are finally beginning to pay oft. 
We’re getting bigger and better coverage of the 
games that everyone wants to hear about, and 
we’re constantly beating the other guys to the 


punch. Also, our Disc Edition has really taken 
off, as the quality of the movies and demos just 
gets better and better with each issue. Your 
response to our changes has been very posi- 
tive, and has inspired us to work even harder to 
ensure that 1997 is the year that ULTRA Game 
Players asserts its dominance. 

Speaking of changes, this month we’re 
introducing a brand-new news section, re- 
named Topics, With the internet growing in 
popularity, most gamers can get daily game 
news from sites like our own ULTRA GP Online, 
so we felt that we needed a new focus for the 
magazine. In Topics, we take the latest head- 
lines and put them under the microscope, and 
go behind the scenes to fell you what recent 
developments really mean for us gamers. Let 
us know what you think! »> C.S. 


Mike salmon 




mike saLmon@Qm.LmagLne-Lnc.com 

With his iove of the nightiife. Preview Editor « 
Mike Saimon wouid know aii of the best 
caves to hang out in, guaranteeing a whole 
bunch of rough mornings for TUrok. 

Gill Donohue 

bLLL_donohue@Qm . LmagLne-Lnc . com 

Managing Editor Bill Donohue couldn’t 
hang out with Throk. After all, he is Turok! 
Notice the sloping forehead, the long 
stringy hair, and the big club by his desk. 
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N o matter how good a 

videogame magazine may be, 
there are some things that you 
just can’t get from print. We can 


UUT’R 

Game PLAYEm 

THIS DISC JEH 

IS PC & MAC 
COMPATIBLE 




show you pictures of the games, and 
tell you about the games, but it’s 
impossible for us to actually put the 
controller in your hands and let you 
play the game for yourself, or 
even see the game in motion. 
Enter the ULTRA Game 
r I Players Disc. 

7 1 On the disc, which works 


on both Macs and PCs, you’ll find 
movies of all the newest, hottest con- 
sole games, as well as playable 
demos of the biggest PC and MAC 
titles. We’ve also thrown in some on- 
line software to bring you up to 
speed. Read the print magazine, then 
view the disc to get the full ULTRA 
Game Players impact. 


Q^^OVIES 

EICHTER’S ^ 
MECHMIH 

I ZELOrt E-a 

\ REBIOENT 
\ EVIL Z 

SEE THEM IN RCTION! / 


7 DEMOS: 


TOMBBRIDER - PC 
VIRTU ftL POOL - MRC 


PLAYABLE DEmOS 


Destruction Derby II: What could be more fun than 
strapping yourself into a high-powered car and crashing 
into a whole bunch of other cars? This is big fun! 

Mechwar 2; Mercenaries: Ciimb into your Battlemech 
and make life a living heil for the enemy in this tantastic 
sequel to Mechwar! 




VIDEOGRME 

MOVIES 

Why settle for just still screens when 
you can see the games in action for 
yourself? Just take a look at this 
month’s hit list; 


Amok 
Area 51 
Blood Omen: 

Legacy of Kain 
Cool Boarders 
Crus’n USA 
Dark Forces 
Dark Savior 
Daytona USA CCE 
Dragon Force 
Hulk 
Jet Moto 

Killer Instinct Gold 
Kowloons Gate 
Megaman 8 
NHL FaceOff 


Persona 
Puzzle Fighter 
Rebel Assault II 
Reloaded 
Shadows of the 
Empire 
Sonic 3D 
Soul Blade 
Tecmo’s Deceptioni 
Ten Pin Alley 
Toshinden URA 
Turok 

Twisted Metal 2; 
Jet Moto Track 
Virtual On 
Virtua Fighter 3 


Tomb Raider: Joim everyone's favorite videogame 
giri on her quest for the four pieces of The Scion! 
This is intriguing action at its best! 


Mac 

Missions of the Reliant: Your mission is to save 
the Universe from invading alien hordes. Are you 
up to the chalienge of this arcade-style game? 

Virtual Pool: Rack 'em up and break 'em! For totally 
realistic billiards action, this is the game you must have. 
Remember, gambiing is illegai... 

Zone Raidci : Race your hovertruck through the atomic 
wasteiands to successfuiiy finish your mission. Watch 
out tor the cyber-mutants, though! 


TOMB RAIDER — A 
beautiful girl and twin 
Uzis! Pure bliss!!! 




VIRTUAL POOL — Eight 
bail in the corner 
pocket? Easy shot!!! 
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Shelve the puny human routine. It s pulverize or be pulverized 
when you become this mean green fighting machine. Go 
fist to fist with the entire Pantheon gang from Ajax, 
Ulysses, Hector and Adalanta to your own Future Imperfect self. 
The Maestro. It’s all part of mastering the puzzle. Not to 
mention, the finer points of smashing, crushing and pum- 
meling anyone -jriag that gets in 


ahead, burst a 


Jiist not yonr om 


EIDOS HINT LINE 1-900-288-4263. 

Cor.T Of Cai.1- $0 . 95/m I nij r ! / M u.s I hf 18 yfahTs 
OH HAVF Pahfni's Plhmission/Touch-Tonf Phonf Rkouirld 


Comics, The Incredible Hulk and the distinctive lik6ness(es) thereof are trademarks of Marvel Characters, tnc. and are used with permission. Copyright 
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TEKKEN 


We managed to grab a few 
pictures of some new 
characters. Smooth stuff, 
but the actual gameplay 
Isn’t quite this pretty. 


Namco’s supercharged saitel was uiveiled in 
Haig Kong, aid we’ve got the full stcry 


The highly- 
anticipated 
Tekkea Sms 
unveiled at an 
arcade trade 
shew In Hong 
Kong. Some of 
these pictures 
aren’t of the best 
quality, but we 
have It on good 
authortty that the 
game looks and 
moves great. 


STORY LINE 


n s in any good 
fighting 

game series, Tekken 
3 comes with a story and 
we've got the whole dam 
convoluted thing for you right here. 

Power and greed are the root of all evil. 
Heihachi and Kazi^a lock horns for the final 
time to decide who is the head of the Mishima 
Financial Empire. Tremendous wealth and 
power go to the winner, while the loser gets a 
burial in a volcanic crater. 

Unsatisfied and with a thirst for more, 
Heihachi sete his goats even higher. A plan for 
world peace falsely gains the confidence and 
support of leaders worldwide, in this time a 
baby is bom... 

Fifteen years later, a secret excavation 


by Heihachi's 'Tekken Forces' in Central 
American ruins unearths an unusual find. In 
their final communique with Heihachi, they 
report the sighting of a mysterious 'God of 
Fight' Heihachi immediately heads to the 
scene aboard his private jet 

Upon anival, he finds scattered corpses 
and no 'God of Fight.' The wheels in his head 
start to spin. 'What is this thing? Under my 
control, maybe I could control the world!' 

Within weeks, strange disappearances 
occur throughout the world. Persons of strong 
soul, masters of the martial arts and other 
derivative fighting disciplines are reported 
missing, with no knowledge of their where- 
abouts. Trouble is lurking... Tekken 3... 
coming late Febmary 1997! 


U sually the only thing debuting 
in Hong Kong is pirated soft- 
ware, but in a move that 
shocked the industry, Namco showed 
first glimpses of Tekken 3 at an arcade 
game trade show held there. The game 
was only 30% complete, but looked 
significantly better than Tekken 2. 

The game was running on 
Namco's new System 12 arcade hard- 
ware, which is a slightly more powerful 
variation of the PlayStation-based 
System 1 1 board, which Is what the 
first two Tekken games were done on. 
The characters are less blocky than 
Tekken 2 and the motions are even 
more realistic. There are at least five 
new characters, each with a com- 
pletely new arsenal of moves. 

The backgrounds are real 3D, 
rather than the flat screen of past 
Tekken games, and there Is a 
greater variety of common 
manuvers, like moving in 3D and 
more 'getting-up' maneuvers. 

The good news for 
PlayStation owners is that 
Namco stuck with a game that 
looks and plays great, but can be 
done on the PlayStation. Many 
people felt that Namco would 
gun for archrIval Sega’s VF3 and 
Its amazing graphics. Instead, 

Namco stuck with a similar look 
and feel for the Tekken series 
and added even more features. 

None of the backgrounds shown 
had any Interactive elements, 
but the real 3D makes 


even more Information on Tekken 3, 
including a bundle of new screen-shots 
and a play-tested rundown of what the 
new gameplay is like. Until then, start 
saving those quarters, because one of 
the hottest fighting games of the year 
is coming to an arcade near you. 


everything look much nicer. There also 
won't be as many characters as In past 
games. Instead, the developers 
focused on a balanced variety of 
characters. In other words, the charac- 
ters that are in the game are deeper 
and more balanced than previous 
Tekken games. 

The game is releasing in the U.S. 
in early March nationwide, but a few 
lucky people In Chicago and San 
Francisco will be able to 
check It out when It 
goes on test in early 
January. By next 
Issue, we will have 


The characters are said 
to move much more 
leallsUcly, with better 
motion captures. 



SRTURN 2in‘1 




I umors continue to circulate 
f throughout the industry 
I about the existence of what 
gossip mongers have aphy labeled 
‘Saturn 2’. Though Sega of America 
staunchly denies that there will be a 
new hardware system released in 
1997, it eagerly concedes that, as a 
hardware company, it vrilt always be 
working on its next machine. The 
questions then become, when will it 
be launched and how much of this 
‘next machine’ is already put 
together and ready to go? 

Historically speaking, it would 
not be at all unusual for Sega to have 
its next hardware unit planned out at 
this point, simply waiting for the 
price of the chip set to fall to a con- 
sumer-friendly price. It’s been Sega, 
after all, lhat has put out its new 
machine ahead of the competition in 
almost every instance throughout the 


company’s history. Another point to 
consider is that, regardless of 
whether there is or isn’t a new 
machine released in the US in ‘97, 
Japan could be a completely differ- 
ent story because the Sahrm is more 
successful there. It almost goes 
without saying toat whenever ‘Saturn 
2’ does finally make its appearance, 
it will most certainly appear in Japan 
first, where the Saturn is also nearly 
a year older than in the US. 

Though the existence of such a 
machine is merely gossip and specu:^ 
lation at this point, word of 
something cooking at the Sega camp 
is coming back to us from too many 
places to ignore. In fact, if you men- 
tion it in the presence of the right 
Sega people. It’s possible to illicit a 
knowing smirk and the unmistakable 
glassy eyed look of technophiles get- 
ting exched about the ‘next big thing’ 


in videogames. 

We’ve even heard 
reports of cerfain 
teams at Sega 
working on soft- 
ware for the 
system’s launch 
sometime in ‘98. 

Another inticing bit 
of info is a rumor that sug- 
gests that toe Model 3 arcade 
board (Virtua Fighter 3) is far less 
: expensive to mass produce than 
mtfat would think. The idea of being 
able to bring Model 3 technology to 
home anyfime* toe near future 
stilt seems a little out of reach, but 
perhaps a pared down version is in 
toe works. After all, with the Saturn, 
toe market had not yet settled on 30 
as the Way to go for home systems, 
but at this point in the game, it’s Just 
the kind of things the Model 3 board 


Could 
the same 
board 
used to 
power 
Wrtua 

Fighter 3 tie 
on Its 
way home 
In 1998? 








does best (huge 3D worlds, special ; 
visual effecte and crisp clean graph- 
ics) that toe home consumer is most 
interested in. 

Over toe next year, as this 
story turns from ficfioo to fact, we 
will be bringing you all the exciting 
details. But tor now, it’s exciting just 
to thinkaboutwhat toe next next- 
generation may hold in store. 
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1<4 Most of the characters 
shown were femllfar ones, 
albett dressed In slightly 
fancier costumes. 


HTHRI’s NEW 
— ^ 


LEHSE ON 


LIFE 


N ow let’s get this straight. Atari Games is 
not the Atari that made Jaguar, and so it’s 
not bankrupt, nor was it ever run by Sam 
‘Do the Mato’ Tramiei. Atari Games is an arcade 
developer that was recently bought by Midway 
Home Entertainment, and has a slew of attractive 
looking titles coming out toe chute. Responsible for 
IVayne Gretzky’s 3D Wockey (in toe arcade and on 
Nintendo 64), Primal Rage (I and II), Area 51, and toe 
upcoming titles Mace: The Dark Age, San Francisco 
Rush, and the new sequel to Area 51, Atari games is 
carrying on a great tradition that it has failed to 
maintain for a long time. 

Atari Games is still an arcade developer, but 
teamed with Midway, its games have a much better 
distribution channel. They also have a better chance 
to get ported over to home systems, namely the 
Nintendo 64, but also PlayStation and the PC. Mace 
and San Francisco Rush are both planned for all 
three of these systems in late 1 997, most likely just 
before Christmas. Another title, the sequel to Area 
51, will soon hit the arcades, and is most likely 
headed to the same systems afterward. 

Aface looks extremely good, and has a good 
chance of quenching arcade goers’ never-ending 
thirst for more fighting games, despite the arrival of 
Sega’s Virtua Fighter 3 and the looming release of 
Namco’s Tekken 3. With dark and evil-looking char- 
acters, Aface features ‘Danger Zones’ instead of 
Ring Outs, and relies on a weapon-based fighting 
system. Presently the game is testing in arcades, 
and will release in April. SF Rush, an eight-person 
racing game which sports bright lime-green arcade 
cabinets, features racing based in San Francisco’s 
own downtown, and should be in arcades now. 


3 to Flidey Heme ErSsrtainment 
had all along^ and games^ too 

Filled with real shots and semi-real shortcuts, any- 
one familiar with the city will recognize the 
environments instantly, and will thrill to the game’s 
massive jumping sequences and competitive Al. 

What does all this mean? Atari Games is mak- 
ing solid games again, which is not only good for 
them, but good for videogaming as well. It’s about 
time that somebody did something worthwhile with 
the Atari name. 

The graphics In Mace are Incredible, with a completely 
pfaygonal engine and hue 3D gameplay. Many of the 
Nintendo 64’s best tricks are present. Including anti- 
aliasing tor those silky-smooth texture maps. Now let’s 
Just hope that It plays good- 
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ULTRA GAME PLAYERS DliS 






The next-generation 
controller war heats up with 
the advent of analog control 
and force feectock 

nveiled at the PlayStation Expo in 
Japan in November, the PlayStation 
Dual Analog Pad completes the tri- 
umvirate of analog controllers offered by the 
big three videogame powers. 

The controller itself is very similar in 
appearance to the standard PlayStation con- 
troller, with the addition of two analog input 
devices and slightly extended handles. 

Although there were no games to show off the 
capabilities of the 
new controller, the 
control possibilities 
afforded by a con- 
troller with two 
analog inputs, a 
directional pad, and 
eight buttons has 
seemingly shitted 
the balance of con- 
trol power to Sony, 
The new 

controller also incor- 
porates a limited 
form of force feed- 
back technology that 
conveys impacts 
within the game via 
vibrations from the controller. No price, release 
date, or any plans to make the unit the stan- 
dard pack-in controller have been announced. 

Sega has remained quiet on future plans 
for its analog controller by refusing to confirm 
whether it’s destined to become the new 
Saturn pack-in controller, Sega’s only 
comment was that there are a number of first 
and third party games in development that will 
take advantage of the controller’s 
analog capabilities^ 

Nintendo has seemingly responded to 
Sony’s new feedback capabilities with its forth- 
coming Jolt Pack peripheral which plugs into 
the bottom of the standard N64 controller. The 
unit, which protrudes about two inches from 
the bottom of the controller, contains a solenoid 
coil which vibrates in a 



Being the only 
standani pack-hi 
Gontroller with analog 
eapabllities places 
Nintendo 64 at 
the forefront in terms 
of game control. 



manner similar to 
Sony’s controller. A 
U.S. release date 
of late ‘97 has 
been rumored for 
the Jolt Pack, with 
a retail price in the 
area of SI 5. 




A response to Nintendo's inclusion of analog control to the N64, Sega's Analog Controller added a whole new dimension to Nights. 

Last to join the party, Sony’s Analog pad just may be the best, with its dual analog sticks and limited force feedback. 

An add-on peripheral that plugs into the standard controlier, Nintendo's Jolt Pack wilt offer a limited force feedback experience for about $15. 
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OPTIONS 

Civlr M m mJamSf 


Rating Key ^ 


0 

PREMIUM 

★★★ 

e 

STANDARJ) 

★★ 

e 

BEFiaENT 

★ 


New Ways to enhance 
the Gaming Experience 



o' RATING: 


O~PSi5i0CT: Game Giru Er<Tane«~~~^ 


o' COMPANYrBDO 


SYSTEM: PC 


PRICE: 


I ^ipni the Game Genie to fie Game 
1 ^^Phark, product-aided cheating has 
LJ Tleen a mainstay of the home-console 
videogame culture. PC games also have a rich 
tradrtion of cheat codes, but altering the play 
dynamics of PC games required the gamer to 
diligenfly scan on-line sites and print publica- 
tions. The Game Guru attempts to bring some 
order to the PC cheating scene by offering a 
more convenient and structured process of 
■game enhancemenf . 

For gamers impatient to access more 
lives, more weapons, and higher levels, the 
Game Guru offers over 1,000 different (floats 
for more than 100 of the most popular PC 
games available. MechWairfor 2, Command & 
Conquer, Duke Nukem 3D, WarCraft II, Quake, 
and Bark Forces codes are just someofthe 
built-in cheate ottered on the Game Guru. New 


codes are also released each month oti-line and via 
game publications and support linesdFOf hardcore 
cheaters, there is a Cede^herator tharaiows 
gamers to create their own cod6S..OveraMw Game 
Guru's low (Mice, ease of use, and its numerous 
built-in codes — Wlt an excellent value. ; : 

^ a reHBrter W those nol quite clear on tile 


concept, you must already own a copy iff the actual 
game before you can utilize the chea&apabilities 
the Game Guru. Minimum PCrequirements^to^ . 
the Game Guru are a 386 processor. 4MB of RAM, 
^§OS version 4.0, VSk adapter, CD-ROM drive, and 
aj^ximately 1MB of hard-drive space. 


CHPCOM’s SECRET 
3L PLRNS REVERLED 


I w ■ f ith so much atten- 
1 ' i ’ f tion going towards 
Capcom’s forth- 
coming mega games Resident , 
, Evil 2 and Street Fighter 
3, nothing has been 
said about 

tlBi Capcom’s plans 

^ beyond flie super 
sequels. So, to 
see what the 

PMrin videogame giant 
, is up to, we sent 
one of our inter- 
ne national 

Bb operatives straight to 
the source — Capcxim 
headquarters in J^an. 

At first, our guy 
had trouble getting 
anyone to talk about 
any of f^pcom's pro- 
jecis, even the ones 
ttiat are public knowl- 
edge. But just when we 
B thought we weren’t 

■ going to get anywhere, 

I Capcom’s development 

■ staff blew our minds vsrfth 
^ one shocking anndunce- 
B ment after anottierf 


First came the announcement that the com- 
pany is working on an original 3D fighting game tor 
the M2. Sounds pretty cool to us, although the guys 
in Capcom R&D didn’t sound too impressed with^ 
M2 hardware, telling us that it isn’t really any better 
tiian N64, or even PlayStation for that matter! 

Capcom’s next new game wasn’t quite as big 
a surprise, but still, Star Gladiator 2 is nothing to 
sneeze at! We weren’t able to get much on it, but 
we can tell you that it’s on PlayStation. No word yet 
of an arcade version. 

Finally, Capcom saved the best for last Off on 
its on was a workstation showcasing a very early 
test of a polygon action/adventure game which very 
much resembled MmIo 64 . it was so early that none 
of the polygons had texture maps yet and all of the 
characters were just placeholder. Stilt, that did 
nothing to subdue our excitement when Capcom 
revealed the title of the game — Ghouls W Ghosts 
g4/That’s right, ttie classic action series is back, . 
with Sir Arthur and the whole demonic gang going 
3D. No release date is set yet and the exact title is 
still tentative, hut we're alreaity drooling! With so 
many hot games in the works, it looks like Capcom 
wilt be thrilling gamers way beyond Resklent Evil 2. 


Qnie original 6AssfsW6oMi>K(lE5, Nov.iga^ tBbmhKriediistoSir Arthur andMs ; 
denKBife: band of tmdgansQsupareiM^ ‘RGIwsbilSapar MES, Nov. 1991) addoDswcyZ 
slmiamnr ‘Mode 7' IfrMI ^phteaQoiouCs W Gbosts £4is saWtolook a lot tike Maria.. 



M WW4 

IflII'lil 





http: //WWW. ultragp.com 


ULTRA GAME PLAYERS Dl? 





leas lor loim Raider were startei 


RTTHE 


OF OHM INC 




^ery once in a while, a game comes along 
t sstsa new watermark for innovative, 
lining and downright impressive 
. This past year, we were lucky enough to 
iiu-iia.1 to a couple of games in this category. 
P e rtqps the most surprising of the bunch, how- 
eimr. .i(jas a little advent ure tide called Tomb 
antai^£y tels time, most PlayStahon, Saturn and 
PD onvhers are piabably too busy hof^iing around 
with boffl guns blazing to even noticMnit as a 
ntcEbreak from tee-game wo thoug ht we might 
sMbw the OpBtteons Director at Core, Adrian 
Smith, to-talk a little bit about the making of Tomb 
Raider and future projects, including an exciting 
sequel to last year's best adventure game. The 
bestpart about the following interview is teat it 
was Ardrian’s excitment over the work they were 
doing that got us all talking about future projects in 
the first place. It was then that we realized that he 
was ready to talk to our readers about some pretty 
exciting stuff. And so we let hitifepg^ 


Q; For starters, you guys are loolui^ to ship 
a million-plus copies of Tomb ffaAier over 
varimis platfarms — easily makiiq it the 
most successful Core game ever. You’ve 
got to be pretty happy right now. ;:f V 


A: rued, relieved ^d stressed would be the 
first teir^s that shoot to mind and yes, obvi- 
ously happy. Finally seeing tee product on 
the shelves is always a big buzz for all of us. 
You live with the product for so long that it’s 
very easy to become complacent about it 
towards the end. 


: The on 


W- 


1 our office 
about a year 
and a half ago 
by tee lead artist 
of the project, Toby. He 

had an Idea of producing a game that would be 
like a cinematic experience. By this he wanted to 
give the impression that you were actually there by 
using an intelligent camera system and introducing 
an interaction with the environment similar to real 
life. Some of the original inspiration for Tomb 
Raider at that time was torn playing games like 
the Ultima Underworld series and Prince of Persia. 


Q; How did tee game change from tee original 
concept to finished product? For example, 
wasn’t Lara oi^in^ly a male character? 


: Originally, tee game was mon 
it is now, but we’ve been influencdSi^ 

Prince of Perste-style game. I think that nw 
closer to UiSma Underworldvr Dungeon^ 
than DOOM IS far as gameplay goes, aitt 
there’s still plenty of^teon to be ha^,l 
/?a«ter, if you know what 1 mean. ( 
decided on what the game was all, about we 
started to think atxiut tee main character. 
wanted him/her to be agile and coy, but 
have a strong presenceatanit them. 

time we started to Uesigti 
tee main character as a 
man we ended up with 
a stereotype of 
Rambo, which fit 
none of tee attrib- 
utes. Finally, Toby 
created Lara as 
we all knowand 
love her today and, 

lets face it, if you’re going to look at a character 
on screen for as long as you do in Tomb f 
- let’s make her good looking. 


Q: Lara Croft is tee closest thing to an ‘icon’ 
character teat you’ve ever had — she's at 
tito heart of the gameplay, tee marketing, 
everything. Atier Lara’s success, should we 
: expect to see this hoatment in future projects? M 


; A: Good m^n characters give a game an identitys* 
and also quite often allow people to relate better to 
the gone. You only have to leek back over some of 
the all time greats te realize teat they have a high 
percentage of good main characters thatieite , 
keep reappearing. 


A: Core Desig n has alwa ys ^^ed hard to create _ 
gmid playable games and, as such, have had hits 
in the past like ThunderStrike. However, Tomb 
Raiders a new era for Core Design and one teat 
we hope to be repeating in the future. We did noth- 
ing different from what we have always done. We ; 
are team driven. By this, I mean thaWie new game 


NEWS 




•Jay Wttbw, one of the original manbers and CBO of Id software has left the Industry to ‘be a hill-time dad’. He has been replaced with Todd 
HoHenshead. • Titus’ Virtual Chess Champ won the International Computer Chess Association World Championships in Jakarta, Indonesia. The game 
managed to defeat nearly 30 other competing products. • Legacy of Kaln will not be seeing the light of day for the Saturn. While the game was nearly 
complete, Acthriskm bought the /mbllshing rights b> the Saturn put when it also bought the PlayStation rights. Activision feels that It would not be 
worth Hie mormy to finish the eagerly awaited ftPG for Saturn. •The well known Nintendo hardware designer, Gumpel Yokoi, has left Nintendo and 
formed his own company. To his credit are the hardware designs for the Virtual Boy and Game Boy. •Nintendo has begun selling blank Super Famicom 
ROMs In Japanese retail ou^ts. Customers can chose toe game they would like at a kktsk and it Is burned on the spot tor them. The arrangement 
aOows tor cheaper packaghtg/rhshibation for Nintendo and less shelf space tor the retailer to dedicate to the 16-blt platform. •Sony has kissed and 
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Core Tomb 
Rai(±r tGam^ 
contemplating 
their next break- 
through smash 


iites come from ore internal staff. Once we are 
happy with the initial design and the type of game, 
we will then start on a period of research. The 
Tomb Raiberteam consisted of seven people total 
— three programmers (one for each format), one 
lead animation artist, two other artists that worked 
on alt the in-game tei ta te s-an d level design and 
^neBtfar&L 


Q; What can you tell us about your future pro* 
Jects? What will be Core’s next Mg Tomb 
ffaftfer-slzed hit and how many titles can we 
expect in ‘97? 


lA;jWe«re scheduled to release four titles during 
Startihg wMi Swag/nan in-March and do 
followed by a tttte that will be a massive game 
catted Ninja. At present, Sega and Sony are going 
mad for ttte title. The next title will be something ? 
really, really-special. Its a fighting game called ; 
Judgement Force. This gameawilt hopefully be the 
firstfull 3D fighting game, featuring a gmgre ssive 
story which will comSn e e le ments of Tekken, 
Toshlnbemanb Virtua Fighter, together with the old 
game-Sheefs of Rage. You wilf be Jble to move 
anywhere in your environment and interact/use 
most of the objects m the screen. The final game 
to round off the year will be something called Tomb 
Raider 2, if you’ve ever heard of it It will be as 
visffiily shocking and diffeyent aswasflie first 
,so keepiin eye uuLIurit and Judgement 
I Force at this year’s show. ; „ , 


A: I think 
that Core has 
always been 
frreused on and 
considered a con- 
sole developer, but 
with products like Tomb 

- ^.^-Rai der and some of the new uiiusUulwiil be avaii- 
^ able during ‘97, we hope to ableto fo cus on the PC 
^ market as well, ft’s unfair to pick on any one of the 
consoles and say that it’s better because, from our 
experience, we have found that one machine is 
lat some things and the other at some- 
thing else, so it swings and roomtahouL 


further gameplay devetopments might be pos- 
sible for a game like Tomb RaMer? 


I Ai It’ s alwrays very excit^g for us as desetomss to ' 
get our hands on themw machines and quite 
■often a daunting prospect as well. I think thaHt’s 
also good to remember that the introduction of 
new machines doesn’t mean that we will neces- 
sarily get great new games. Just because the new 
machines can run faster and smoother doesn’t 
mean that games will be easier to produce. It’s 
quite often the opposite. However, ail that being 
sakfrwe do have a few things that we would -^rery 
much like to do and, at present, it’s Just not possi- 
ble, so who knows what will happei^^g 


Q; Last, but certainly not least, TombRaiderZ 
what can we expect? 


5 -.g Ai It’s jrery simple. It will be bigger, better, faster, 
smoother and should provide an experience simi- 
lar to, but far in excess of, the original. 


have worked closely with Sega and 
have built a very strong 
reialfonship/friendship wittrall the 
Sega offices around ttie world, butS’s 
just as true to say we have the same 
relationship with Sony. We, just like Sega 
and Sony, want to produce good games frr ^ 
the best of the machine’s capabilities. At pre- f- 
sent, all the precis that we arejaortHig on 
during ‘97 are schediigiLfor both console! 


Q; What’s your take on the platforms you have 
worked on? Which is best suited for your 
games and does Core see any one platform as 
its primary focus? 


Q: What will the next machines (Saturn 2, 
PlayStation 2, IVI2) mean for Core? What ideas 
are you waiting to explore beyond the limita- 
tions of today’s technology? For example, what 


Adrian Smith, Core’s Operations Director, caught in 
the act. He’s stiil tigtit-iipped ahout the company’s 
future projects, hut Is dropping a few hints... 



selling it off. ‘Sony will be creating a PlayStation dub that will ad as a mechanism for releasing news, tips, demos and more. Known as the 
‘PiayStation Underground’, it wit! be distributed via CD-ROM that is expected to be piayable upon a standard PlayStation. There has been no word as 
yet when club enrollment wilt begin. •In a recent press conference in Japan, Yu Suzuki has again verified that work has begun on Saturn Virtua 
Fighter 3. He totd reporters: ‘The question was ‘Can we actuaiiy do it?‘, but after the resutts attained from studying the matter for three months, we 
have conctuded that technicaliy, the possibitity is there. Department AM2 and t have the responsibiiity of making this possibie, so piease exped the 
best.’ •The Totai Entertainment Network has reached more than 20,000 paid subscribers since it launched a few months ago. •Sega has announced 
^ that, since the introduction of its Tripte Pack’ package for Saturn (Virtua Fighter 2, Daytona and Virtua Cop), sates have increased more than 500%. 


continued on pg 5D 
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PC602 chips, 8mb of Ram, 
and a quad-speed CD-dtive. 

When al( these elements are 
put together, it enables the 
M2 to display up to 500,000 
texture-mapped, light- 
sourced polygons per 
second. Compare that to top 
PlayStation games, which 
only do about 1 20,000 per 
second and you can see why 
this Is such an exciting 
prospect. 

Ed Rotberg, a lead 
developer at Studio 3D0, has been 
working with the M2 longer than any- 
body and he had this to say, ‘The 
system’s capabilities are clearly supe- 
rior to other platforms on the market 


According to Greg Blanck at Studio 3D0 
(the largest American developer for the 
system), ‘It would be fairly safe to say 
that you should see an M2 gaming sys- 
tem in 1997’. However, other industry 
experts, like Dave Perry of Shiny 
Entertainment, weren’t as optimistic, 
stating, ‘It seems slow and companies 
that I would expect to see working on it 
are not. That means 18 months to get 
decent games from third parties. I 
would not hold my breath.’ 

It is true that major third-parties 
have not even begun work on games, 
but with four titles from Studio 3DO, ten 
from Matsushita, and several Japanese 
companies (like Capcom, Konami, and 
Warp) far into development, it seems 
very likely that the M2 will launch by 
Christmas ‘97. under a new name. 


today. The primary reasons are the built 
in MPEG capability, hi-res (640x480) 
displays, a kick-ass audio system, 8MB 
of RAM, two Power Pcs, 16K texture 
cache (as opposed to 4K on the N64), 

4X CD-ROM, and a partridge in a pear 
tree’. Apparently, one of the key ele- 
ments is the extra texture memory, 
which according to Dave Perry, ‘...is the 
most important, most underrated fea- 
ture. Texture memory is golden’. 


TMr, atarx in awM M sf Muff 
on •• wraen at «noM 


TImm acmw art aailf * toM of 
no MZ karMMM^ nat nM 
Bawaa. Tbara n a t al a»«i any 
Mlfa ti I naafia n . H m^a p fa tty 
tfanaa ameMBf. 


T he secrecy and questions sur- 
rounding Matsushita’s 64-bit 
console are of governmental 
proportions — even industry insiders 
like us here at ULTHA fiP don’t know 
half the story. So, In an effort to uncover 
the true story and inform the world 
about M2, we talked to some of the 
major developers in the industry to see 
exactly what is going on. 

lihat is itf 


It is a 64-bit, CD-based gaming platform 
being put out by Japanese electronics 
giant, Matsushita. The technology was 
purchased from 3D0 for 1 10 million dol- 
lars. The console will feature two Power 


What 

the system will look like is still up in the 
air, but it should be about the size of the 
PlayStation with a 6-button controller 
(plus two shoulder buttons) that is very 
similar to the Saturn. There will be one 
memory card slot in front and the CD 
will be top-loading, Just like the other 
CD-based systems. There is still no 
word on color, but black or dark grey 
would be the obvious choice. 

The technology is there, but a 
video game system is only as good as 
its games and that’s where unproven 
developers like Studio 3D0 and 
Panasonic Wondertainment have to 
step up. 


IJTGn is it coming outf 


NEWS FEED continued from pg IT 


•Sony recently claimed to have a 6:1 softmare:hardware ratio. It has also attacked rival platforms, citing an Electronics Boutique report that 
PlayStation software sales levels are as high as 20 times better than ‘other 32-bit system software’. •Senator Joseph Ueberman of Connecticut has 
yet again launched a new attack upon videogames. In a new report, he mentioned a dozen games which he claimed contained excessive violence and 
questionable content. The report went on to advise parents to take notice of the ratings system when buying games.^Sony will be launching a new 
white PlayStation with MPEG support in certain Asian markets. It will be a little more expensive, but is expected to do well in the countries that have 
such a large MPEG market, which has in the past been closely associated with adult oriented titles. •Sega has formed a Joint venture with Hyundai to 
Import both arcade components and full arcade units Into Korea. The company will be funded with an Initial 690 million fen ($6.9 million). The Joint 
venture Is scheduled to begin In January of 1997 and Is expected to generate revenues of 2.5 billion Yen ($25 million) In Its first year. 
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Here are a feu notes from 
the underground... 

Load them at your leisure... 


PlayStation to 
drop to $l&Df 


MPEG PlayStation 
in the USf 


Fabeled Saturn 
Upgrade a Force 


W tli the recent surge in 
sales for Saturn, Sony 
is feeling that it may 
be missing out on some system 
sales that it would have otherwise 
had. Sony is expected to drop price 
to about $1 80 at some point within 
the first quarter of 1 997, with a 
possible further drop to be 
announced at in June. 


Metroid bH out by 
fall in Japanf 

Japanese source close to 
NCL has hinted that 
Metroid 64 has been in 
develop- 
ment for 
nearly a 
year 
already 
and 

should be 
released 
in Japan 
sometime late in the fall of 1997. 

As expected, sources have indi- 
cated that the title is slated to be a 
64DD title. The game is said to be 
extremely dark, and is likely to use 
an over-the-shoulder perspective 
similar to Mario 64. The premise of 
the game has been rumored to be 
that some of the Metroids have 
infested a new planet, and it is 
Samus’ job to eradicate them Just 
as she did in the first two games in 
the series (surprise, surprise). 



Samus Aran 


— soon 

to be 3D? 



I ony has recently admit- 
kted that it has plans to 
'release white 
PlayStations that are capable of 
playing MPEG movies in some 
portions of the Asian market. 
There are further speculations 
that, while there is a considerably 
smaller market for MPEG movies 
in the US, some small number of 
them will also be shipped over 
here in time for E^. More wild 
speculation from some sources 
has pointed in the direction of 
DVD compatible PlayStations, that 
essentially are capable of playing 
both PS games and DVD-based 
movies (which many believe will 
eventually replace Laser discs 
and VCRs.) The costs of these 
units would be way higher than 
that of a stock PlayStation. DVD 
drives by themselves are already 
selling for upwards of $800 in 
Japan, and similar prices are 
expected to hold for a good many 
months before more manufactur- 
ers Join the DVD fray. 


I ources at Sega and at 
|third party developers 
'are claiming that the 
rumored ‘Eclipse’ upgrade is 
nothing more than speculation. 
Sega has no plans for an upgrade, 
but these same sources have not 
ruled out the introduction of an 
entirely new system by the end of 
1997. With the recent confirma- 
tion of the Saturn translation of 
Virtua Fighter 3 and Super Car 
(both of which are based on the 
Model 3 board), Sega is confident 
that the Saturn will be a techni- 
cally viable system over the 
course of 1997. To quote a source 
at Sega, ‘Relax, the Saturn will be 
around for a long time.’ 


Nintencb UH 
goes to the Net 


John Travolta 
and Tom Cruise 
get together 


T he image of Tom Cruise’s 
face is a legally protected 
property. Any toys or 
games that use any characters 
that even vaguely resemble Cruise 
run the risk of being sued by his 
lawyers. We have heard that, to 
get around this legal obstacle in 
Ocean’s upcoming game. Mission 
impossibie, the texture map for his 
character’s face is the result of a 
morph between Cruise’s features 
and disco stud John Travolta’s. If 
you ever wondered what the off- 
spring of these two Hollywood 
stars would look like, you may 
want to check out this N64 title. 


A 


64 DO to go 
lUnoTTImo 
rtll toll. 


I ore than one third party Nintendo 64 
developer has mentioned some possible plans to allow for Internet 
connectivity with the addition of the 64DD. While everyone already 
knows that the 64DD will allow for some mass storage, Nintendo is consider- 
ing including a modem chipset in the unit as well. Even if they opt not to include it, 
the 64DD will be the gateway to further expansion of a modem via additional 
expansion ports. With the addition of such a feature, developers are hoping to 
include multiplayer options via the Internet. Browsing the web is also an 
expected benefit (especially considering Nintendo has already announced that it 
is working with Netscape Communications); however, Nintendo is going to con- 
centrate more on the multiplayer aspects than browsing capabilities. Nintendo is 
also hoping to be able to extend gamelife by allowing consumers to download 
new levels for existing 64DD games. Secondly, Nintendo hopes to cut production 
and distribution costs by eventually having consumers be able to download com- 
pete games to their 64DDs. The gaming purchasing paradigm, as we know it, may 
change greatly within the next year. 



»Rumor has it UaHtis US version of Mario tbrteimW have some hidden characters from SofBr MarioJiK. ^^^fuda^ sup^^K gg of the^bid 
|ta| Smr® idden tracks J&e also supposed 5 be present brTngiiiglhe back totalto twi 


_ _ _ : • Sources have indicated that Sony might be releasing a number 

of user created games from their Yaroze program. There is no"word on what types of games they will be, but supposedly there will be multiple games per disc. If 
it happens, you can expect to start seeing them on store shelves in tlie fall of ‘97^; 


• Lastly, we have 

heard that in November and December of 1 996 alone, Westwood’s Command and Conquer: Red Alert has sold more than 1 million units world-wide. Such a feat 
would put if on par as one of the most popular games of 1 996 despite only being available for less than two months of the year. 


|»The reisa verY unsubst^tl^^^^^ that h as tNfpunds | 

i Entertainmi^Rssibiy leaving theming indusSy entirely. Following last yt^?^ loss of ovS $2^ milliofniollars, stt^MefTare 


wicBrned over the futuB of the compawArflumerous management and personnel l^efS-and shifts have t 
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Introducing The All-New MechWarrior®2 
Arcade Combat Edition. 



Rebuilt from the ground up. 

Mech Warrior 2 has been fully customized for 
console systems. Equipped with 48 arcade-style 
missions — sixteen exclusive console scenarios. 
Simplified controls for genuine shooter-style 
gameplay. Plus, awesome power-ups, super-charged 
A1 and more 'Mechs® per mission to trample on 
anyone that suggests this is just a PC port. 

MECHWARRI0ir2 

31ST CENTURY COMBAT 




Advanced tactical Artificial Intelligence 
and stunning 3-D texture-mapping. 


48 missions with awesome power-ups 
including Stealth and Invincibility! 


Ultra-fast gameplay packed with 
lethal missiles and ’Mechs! 


PlayStation 


**' *<• 

0 * 

BATTimCM 


jESfea 



/id. 



This official seal is your assurance that this product meets the highest 
ijuality standards of Sega ’•'H Buy games and accessories with this seal 
to be sure that they are compatible with the Sega Saturn™ System. 


Activision is 3 registered irademMkofAnivision, Inc© 1995. 1996 Activision, Inc. MechWarrrior, BatdeTech, BanleMech and 'Mech are registered trademarks ofFASA CORPORATION. © 1995. 1996 FASA CORPORATION. PlayStation and 
the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn ate ttademarks of S^ Enterprises, Ltd. All other trademarks and trade names are the properties oftheit respective owners. All rights reserved. 

www.activision.com 
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Acclaim (?!?) leads the 
third party attack on the 
64-bit batUetont 


E ven with a launch as successful as the Nintendo 
64 may have enjoyed in the United States, the 
ultimate success of the N64 hardware is inextri- 
cabiy linked with the success and quality of the 
software that is made available for it. There can be lit- 
tle question regarding the quality of titles to expect 
directly from Nintendo directly, as its first three offer- 
ings (Super Mario 64, Pilotwings 64, and Wave Race 
64) rank with some of the great videogames of all 
time. But despite the quality of the titles, first party 
software from Nintendo can often encounter an excru- 
ciating number of delays before the product is finally 
released. No system, no matter how good, can survive 
without the support of third party developers produc- 
ing quality titles to augment the selection offered by 
the first party. 

It is in the area of third party software that 
the N64 has not quite excelled. Initial 

- . 


third party offerings for the N64, like Mortal Kombat 
Trilogy and Shadows of the Empire, have featured 
unspectacular gameplay at best. Although decidedly 
not terrible, the third party games to date have been a 
far cry from Nintendo’s creations in terms of qualify 
and vision. This disappointing third party representa- 
tion may actually be on the verge of changing, 
due to the efforts of Iguana 
Entertainment and Acclaim . 

. . Based on the semi-popular 

: -comic series from Acclaim 


Comics, Turok: Dinosaur Hunter is based around 
the adventures of a Kiowa Native American living in 
a lost world. Despite the ties to the world of 
comics, the gameplay In Turok is basically a first 
person shooter with little pretense of a storyline — 
think Doom-clone and you probably won’t be far 
off. However, what separates Turok from every 
other Doom-clone is the superb graphic captp 
bilityofthe N64. j 

The expansive 3D environments in 
Turok: Dinosaur Hunter are one of ttw 
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1-2 Somethnes a MU can 
be both precise and out- 
rageously excesshre. 
That’s why the tenn 
‘oveiMII’ was Invented. 


'lo?' 




highlights of the game, as anti-aliasing, ray tracing, 
gouraud shading, z-buffering, and mip-mapping have all 
been used to create exquisite mist-shrouded arenas that 
suffer none of the pixelation problems inherent to the 
genre. Although there is a basic linear backbone to navigat- 
ing the levels, the sheer size of the environments make it 
seem as though there are no restrictions on movement. 

The ability to climb and swim also expands the gameplay 
beyond the confines of ground-level. 

Game control is a bit tricky to pick up at first, with 
every bit of the N64 controller being utilized. Directional 
navigation is handled by the four yellow buttons, weapon 
select is handled by the A and B buttons, the analog joy- 


stick handles weapon aiming, the D-pad can be used to set 
run or walk, the left shoulder button brings up the map, the 
right shoulder button is used to Jump, and the Z trigger is 
used to fire the selected weapon. Once you're familiar with 
the controls, navigating and aiming on the run becomes 
second nature. 

But what lies at the heart of Tarek's appeal is the 
destructive and bloody nature of its gameplay. Every crea- 
ture from the giant cockroach to rocket-wielding dinosaurs 
is an enemy in the game and you have fourteen different 
weapons with which to annihilate them. Some weapons, 
like the Nuke Launcher, are instant classics with their 
unique capabilities. Acclaim’s motion capture technology 
also seems to have finally paid off as the 
game is filled with fluid moving characters 
and the awesome death animations. Turok 
may well be one of the best-looking and best- 
playing first person shooter ever. 




Front humans, to roaches, to 
skeleton warriors, to mechs, to 
dinosaurs, to armed dinosaurs, 
enemies abound in T urok: 
Dinosaur Hunter. What sete the 
game apart is the variety of 
exquisitely bloody and intricate 
death animations. 


8 ever created for a 
me. To utilize, ^ist select a 
indaMatsometMiereinlts 
vicinity. TIpre will be a 
blinding flash 
and shcck- 
waves as the 
taiset Is Med. 
Dontfoigetio 


tance away, so 
you can go 
down In die 


The in-your-face action 
will take your breath 
away — for good. 








Later levels will have you con- 
fronting huge, nasty dinosaurs. 

One catch, they’re armed — 
sometimes it just doesn’t pay to 
get up in the morning! 


^ No matter 
what awesome 
firearm you’re 
toting, 
always a 
threat lurking 
somewhere in 
the mist. 


mearans 

Turok: Dinosaur Hunter’s number one selling point will be the variety of 
weapons that are at your disposal. Dice it, slice it, shoot it, blast it, fry it, 
nuke it, and vaporize it — 
there are more options here 
than on your Cuisinart! 




There are eight levels in Turok with a variety of settings, but most of the gameplay occurs in 
either a jungle or a dungeon/corridor-based arena. The levels are linear in that certain tasks 
must be completed in order to advance, but the sheer size of the environments gives a 
convincing impression that you 
are in a totaiiy free 3D setting. 

The abiiity to climb and swim 
adds additional iayers of depth to 
the gameplay. 



■■ 



ULTRA GAME PLAYERS DE7 



Bumme — 
BBhraBhmns 



THE ‘A” TEAM 


ThefirstN64 game set 

fun of the original. A little on the cutesy side, but hardcore race fans 
won’t be able to resist the addictive gameplay. 


As impressive as Turok: Dinosaur Hunter appears to be, the 
majority of the top rate software for the N64 witi stiff be com' 
ing straight from Nintendo itsetf. Here’s a took at what 
appears to be the top 
tides scheduted 
for 1997. 


Here’s another Super 
NES classic in line for 
a 64-bit upgrade. 

News of this title has 
been scarce, but 

ment on this list. It’s ' 

only speculation, but there were some really cool jet boats in 
early alphas of Wave Race 64 which never made the final cut... 


Fox, Slippy, and the 
rest of the crew I 
return for some more I 
hardcore space I 
shoot-’em-up action. I 
Analog control, force 

the ^KS|V 

Jolt Pack), and new 

land-based tank levels are just some of the improvements. Just 
don’t change the cast’s wacky language and voices! 


Everyone’s favorite If — '• ^ 

Dino-buddy is back ^ tl!” 

side-scrolling nature. 

Still, there’s a legion of fans who won’t mind one bit — think 
Donkey Kong Country wSa better graphics and gameplay. 


N64 fans have been 
for an RPG 
Zetda 

series ranks as one of 
the best of all time. 

The game utilize 
Nintendo’s forthcom- 
ing N64 add-on, the 

64DD. Early screenshots indicate that the updated classic will be 
on par with Super Mario 64. Start saving for the 640D now! 


Of course, some- 
times killing an 
enemy calls for a 
more personal touch. 
Get in close and 
blast 'em, and then 
pump round after 
round into the muti- 
lated corpse! 
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Drop thatroinofe. Iiiuo actioii-packed Star (liars games haue arriued • specially eehacced for th^ 

Playstation'" game console. Dark forces'" siirroonds yoo mith its uisceral brand of first-person fire- 

% 

pooler, ojhile Rebel Assault II: Ihe Hidden fmpire'" laonches its perfect combination of liue-action 
uideo and intense space combat. lojo thrilling Star (liars enperiences - both designed to take manimom 
aduantage of the pooler foond in Sony's stellar game system. DJho said there's nothing good on lUl’ 


PlayStation 
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wuu-psxpower-com 

Part of the 

Imagine Games Network 
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www.imaginegames.com 
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Kowloon’s Gate 


Mechwarrior 2 


Apocalypse 


S ure, we’ve got games! Lots and lots of 
games... games that haven’t even been 
released yet! And we get to play ‘em, all we 
want! Hey, we’re not doing this because 
we’re seifish! Oh, no! We do this so you’ll 
have the lowdown on all of the hot new 
titles that are making their way, slowiy and 
surely, to a videogame store near you. But, 
until they get there, someone’s gonna have 
to play these things eariy and 
often. Oh weii, I guess 
we’re just stuck with 
that... uh, horri- 
hie job. You 
know, you 

I reaiiy 

■k ^ thank 


Night Creatures 


Battlestations 


Resident Evil 2 


Ecstatica 2 


Scud Racer 


Fighter’s Megamix 









system: Mim-ENto 

publisher: litumns Entertainment 

developer: illlLUjWS Ewertaintent 

RELEASE date: HARCH 

The NfciH hosts the Legions of Hell 



F ew games ever attain the status of 
classic, cliche, or clone-spawner, 
but Doom is one of those titles that 
can lay claim to all three. After numer- 
ous Incarnations on the PC and home 
console systems, not much has 


changed In terms of graphics or 
gameplay, but Doom still Inspires a 
fervent following in its fans. Those 
blood thirsty masses can now actually 
justify their devotion as what may well 
the mother of all Doom games nears 
completion - Doom 64. 

The accompanying screen shots 
from Doom 64 show that the 
Impressive graphical capabili- 
ties of the Nintendo 64 have 
worked wonders on the peren- 
nially shoddy graphics Inherent 
to Doom games. Perspective 
correcting, anti-aliasing, z- 
bufferlng, and mip-mapping all 
combine to eliminate the plxel- 
latlon problems that have 
plagued the series since its 
Inception. All the creatures and 
weapons are being redrawn 
using 3D sprites and the N64’s 
bag of graphical tricks will 
smooth over the rough edges. 
New lighting effects complete 
the visual makeover and the ani- 
mation In the game Is promised 
to be the smoothest ever (at least 
for a Doom game). 

Gameplay Improvements 
promised for the game Include 
new weapons beyond the tradi- 
tional handgun, chainsaw, 
shotgun, double-barreled shot- 
gun, chain gun, pulse rifle, rocket 
launcher, and BFG 2000. 

Although it isn’t confirmed, it 
Isn’t unreasonable to believe that 
some new enemies will Join the 




1 The BFG 2000 retumsn, but there are new weapons as well. 2 The cast of evil doers 
have been redrawn and new lighting effects make them look magnificent 3-4 Being 
Inside Instills claustrophobia, being outside makes you feel exposed and vulnerable. 


□ 3 ^ ULirtA OAMB P LAY Ef tS 



Doom 64 promises 
to be the best 
looking and best 
playing Doom ewer. 



1-2 Apparently, 
hang-ups about 
corpses. Welcome 


fray. There are also said to be 
between 24 and 30 completely new 
and larger levels packed with more 
secrets and booby traps. But per- 
haps the most exciting prospect Is 
the possible addition of a four- 
player Deathmatch Mode. The 
Deathmatches would be played on a 
four-way split screen which may 
take some getting used to but which 
could be hugely entertaining. 

Considering the storage con- 
straints of a cartridge-based 
system, whether Doom 64 lives up 
to the rumors and the developer’s 
promises remains to be seen. Still, If 
only half of the gameplay enhance- 
ments actually make It In with the 
Improved graphics. Doom 64 will 
not only satisfy Its legion of fans, but 
Inspire a new Influx of gamers to the 
old favorite. 


Familiar enemies 
abound (albeit 
with a new look), 
but ate there 
even more 
powerful 
monstrosities 
waiting around 
the next comer? 
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systems: PuyStation 


publisher: Sony Computer EiffERTAinipfr 


developer: Sony I^^ERACTIYE Studios 


opers is a good start. Sony Interactive 
Studios has established its good name 
by creating the best 32-bit sports 
games on the market, but Rally Cross 
marks the studio’s first effort into the 


W ith the current rash of off- 
road racers coming to 
market, it isn’t easy to tell 
one from the other, but being created 
by one of the PlayStation’s top devel- 


non-sports category. 

There are a total of 20 different 
cars to choose from, each of which 
handles and performs differently. The 
six tracks included can be raced for- 
wards or backwards and each 
features a completely different envi- 
ronment and racing conditions. To 
enhance the replay value, a tourna- 
ment and season mode have been 
included. The most notable feature in 
Rally Cross is a quad-split screen that 
allows four players to race head-to- 
head on one TV. 

From what we’ve seen. Rally 
Cross is one of the best racing games 
coming to the PlayStation, so keep an 
eye on this one. 


The detail 
in the cats is 
amazing and, for 
the first thne, 
you can actually 
see people in 
the cars. 


1 The six tracks vary from dusty roads to 
this winter wonderland. 

2 As you peel out, you can actually see 
the tire trardrs In the dbl It really adds to 

the driving experience. 

3 The crash sequences are so beautiful, 

you almost want to wreck your car. 
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systems: pc 

publisher: Sroderbund 

developer: Cyan, Inc. ~ 

RELEASE date: SLITER ^ 


such a huge hit. Many games have tried 
to follow in Mysfs footsteps and failed, 
usually because the worlds were so 
far-fetched. That’s not the case with 
Riven. Rand Miller, president of Cyan, 
says, ‘Riven is being created with the 
same attitude that drove Myst, create 
what we would consider to be the most 
immersive experience possible on a 
computer.’ Although it’s far too early to 
see anything other than the screen 
shots of rendered backgrounds, we can 
only assume that the ideology that 
made Mysf such an incredible title will 
work its magic on Riven. 


D epending on who you ask, Myst 
was either the best graphic 
adventure ever made, or a colos- 
sal waste of time. Some were bored by 
the pretty pictures and seemingly 
senseless puzzles, while others some- 
how felt like a part of the game, 
completely submerged in its reality. No 
matter what you thought, though, get 
ready for the sequel, because it’s going 
to be even better. 

As you can tell from these screen 
shots. Riven will contain the same qual- 
ity of rendered graphics and 
environmental detail that made Myst 




1 A strange machine awaits a solution to 
Its mystery. 

2 Just as In Myst, photo-ieallsm 
combines wWi rendering to create 
beautiful scenery. 

3 You never know what you'll fhul 
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H rguably the best home fight- 
ing game ever, Fighters 
Megamix from the incompa- 
rabie AM2 development team is the 
first big surprise of 1997. The idea is 
reiativeiy simpie — take one ground- 
breaking fighting game (Virtua Fighter 
2) and combine it with yet another 
equaily impressive achievement 
(Fighting Vipers) and suddeniy you have 
what can oniy be considered the uiti- 
mate fighting game experience. 
Bringing together all the intricate 
detaiis that makes each of these 
games what they are and baiancing 
them against each other may seem like 
a near impossibie task, but the resuits 
so far are absoiuteiy staggering. 

Granting Virtua Fighter charac- 
ters, for exampie, the advantage of new 
armor breaking moves to deai with 
their armor ciad counterparts is just 
one simpie adjustment made to smooth 
out the potentiai rough edges, in 
upgrading aii the characters in this 
manner, Megam/x manages to create 
an extremeiy weii-baianced and chai- 


Vlrtua 

Fighters. 


ienging game with a worid of exciting 
possibilities in each round. 

What make Fighters Megamix 
truiy speciai is the extra miie that the 
deveiopers have insisted on going with 
this tide, it would have been easy 
enough to put the two sets of charac- 
ters together and call it a game, but 
that was oniy the beginning. The first 
feature most piayers wiii notice is the 
new graphic approach used in creating 
the Virtua Fighter characters. Gone are 
the fake iighting techniques and biocky 
appearance of VF2, and in their piace 
are smooth, gouraud shaded charac- 
ters with a far more naturai 
appearance. Of course, the Fighting 
Vipers characters feature this same 
uitra-smooth iook. Equaiiy aitered are 
the Virtua Fighter stages, which no 
ionger inciude ring-outs, in Megamix, 
there is a choice of two kinds of stages 
— ‘Waiied’ or ‘Open’, in the open are- 
nas, there are no ring-outs or waiis, so 
the advantage naturaiiy goes to the 
Virtua Fighter characters, but in the 
waiied arenas, it's the Fighting Vipers 
characters who 
can take speciai 
advantage of 
their surround- 
ings with 
speciai 
wall moves. 

Among the 
many elements 
added into the 
gamepiay 
modei is the 
‘Dodge’ move 
from Virtua 
Fighters. The 
simiiarities to 
VF3 rio not end 
there, however. 
Aiso added are 


tion of Virtua 
Fighter ami Fighting 
Wpers characters In 
one game Is only 
the beginning. 


several of the new moves featured in 
VF3. To compensate for these awe- 
some new attacks, the deveiopers 
managed to inciude a few new moves 
for the Fighting Vipers characters as 
weii. Another gamepiay feature added 
for every player is the mid-air recovery 
move initiated in Fighting Vipers. 
What’s great about this feature, how- 
ever, is that the Virtua Fighter 
characters actually do their recov- 
ery moves a little differently to 
coincide with the alternate feeling 
of weight in the Virtua Fighter 
series. It’s in concentrating on 
these kinds of subtleties that this 
unusual game concept begins to 
not only feel natural and thoroughly 
planned, but amazingly advanced also. 

The final arena in which AM2 has 
gone well beyond the call of duty is in 
the many modes and extras included in 
the game. To begin with, the game is 
divided into nine different trials, at the 


end of which the player is rewarded 
with secret characters. 


Jane 
knows 
when 
someone 

needs a swtn kick 
in the pants and 
she’s ]ust the woman 
to do It! Check out the 
tread on those 
Doc Martens!!! 


Fighters 

MegamIx 

features 

someexctt- 
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Tlw amazing 
selecUan of 
characters helps 
to create the 
amazing deplh 
InFM 


such 


1-8 With a list of new moves, 
familiar characters like Kage 
become a whoie new chah 
ienge to master. Also added is 
the valuahle ‘Dodge’ move 
from Wilua Fighters. 
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as the ‘wall lump’ are seamlessly integrated into the gameplay of FM. 


1-3 Features 


together, the numerous gameplay 
modes, the secret bonuses, variety 
of characters, and innumerable 
gameplay possibilities are sure to 
add up to one of the most long lasting 
and out-and-out enjoyable fighting 
games ever. 








1*4 Redone backgrounds give the game a fresh new look ttiroughout 
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An example of a trial could be beating 
all the girls In the game, or beating all 
the Virtua F/g/ifer characters in a row. 
At the beginning of the game, 
only four of the trials are 
revealed and, as the 
player accomplishes 
these chalienging 
goais, new trials 
and new secret 
characters are 
revealed. As for 
the Identity of the 


secret characters, the answers lie In 
other AM2 games. So far, we are 
aware of characters from VF Kids and 
Virtua Cop. Also Included In the 
long list of value-adding features 
are: a practice mode; a survival 
mode, which times the player 
on the destruction of their 
opponents; a team battle 
mode and, of 
course, a 
Vs. mode. 
All put 


1-2 New outfits for 
people like Mahler and 
Candy help give familiar 
characters a new look. 
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assault chopper, hellfire missiles and chain guns 
for an outfit that’s not suppose to exist.PSX $49 



‘ASCIi VOR- 
TEX ANALOG 
CONTROLLER’ 

Analog con- 
troller with 
precision 
technology, 
rugged steel 
control stick 
and base, high 
tech 8 button 
layout, ABS molded handgrip for an 
ergonomical fit and 7 foot cord. $52 



‘SONIC X-TREME’ 

Sonic can move in any 
direction with full cam- 
era rotation. Evil 
Robotnik has 
created a Death Egg so 
huge that its gravita- 
pull is sucking 
up all 5 suiTounding 
Sonic’s job is 
rescue the Mips 
each world 
before they can be 
destroyed, SAT $46 



‘STAR WARS SHADOWS OF THE EMPIRE’ 

Smooth play control is surrounded by amazing 
and highly detailed graphics featuring texture 
mapped 3-D polygonsi NIN64$72 



‘FIGHTING 
VIPERS’ This game 
moves at a blister- 
ing speed, with 
fighters moving at 
lightning-fast speed 
& 200 plus moves. 
Sound effects of the 
arcade are here, 
house music, tech- 
no-rave soundtrack 
and all the bells and 
whistles you'd 
expect. SAT $44 



‘CRUIS'N USA’ Choose from several vehicles in 
this wild 14 stage ride across the great American 
highways. Split screen perspective allows 2 players 
to share the action simultaneously. NIN 64 $62 



Tlifelfl^TE I 

F»ghfing‘G«me! 



‘ULTIMATE MORTAL KOMBAT 3’ Shao 
Kahn has entered the earth realm to 
punish humans and wrench their 
souls. GEN $66 SAT $54 SNES $69 



‘NBA - IN THE 
ZONE 2’ Incredibly 
realistic 3D tex- 
ture-mapped play- 
ers provide unsur- 
passed basketball 
action, includes all 
29 NBA Teams 
with full 12-man 
rosters. Choose 
from full season or playoff modes, where you 
can trade players, select substitutes and even 
create your own player. Enjoy multiple camera 
angles, p!ay-by-pl^ announcers and more. PSX $46 



‘DONKEY KONG COUNTRY 3’ New friends and 
enemies make the adventure more exciting, 
while checking out new unexplored areas featur- 
ing lots of hidden areas. SNES $64 


‘FINAL DOOM’ 

Skewered 
corpses, gut 
wrenching shot- 
gun blasts and 
demonic back- 
grounds are 
some of the 
enhancements 
of Rnal Doom. 
Ruid movement 
that’s free of 
slowdoMi is another feature in this bloodfest! MaWng 
Rnal Doom the best corridor shooter aroundl PSX $52 



NINTENDO 64 ■ NINTENDO 64 ■ PLAYSTATION ■ PLAYSTATION 



‘MARVEL SUPER HEROES: WAR OF THE 
GEMS’ Choose your favorite Marvel characters 
and battle Thanos, the most dangerous villain in 
the Marvel Universe! SNES $54 


PLAYSTATION ■ SATURN 
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X-MEN: CHIL- 

DREN OF THE 
ATOM’ The most 
popular X-Men train 
for head to head 
combat by using 
Professor X's inven- 
tion of the "Danger 
Room." There, the 
X-Men spar against 
each other or face 
phantasms of their 
most infamous ene- 
mies. PSX $50 


SATURN 


3D Golf 

$66 

N64 Shark Pad Pro 

$29 

Alien vs Predator 

$64 

N64 Stereo AV Cable 

$10 

Blade & Barrel 

$69 

N64 Super Pad 64 Plus $21 

Blast Corps 

$64 

NBA Hang Time 

$76 

Body Harvest 

$62 

Nintendo 64 Sys. i 

$249 

Buggy Boogie 

$64 

Pilot Wings 64 

$62 

Clayfighter 3 

$66 

Robotech Crystal Orms $69 

Creator 

$69 

Robotron X 

$69 

Cruis'n USA 

$62 

Silicon Valley 

$69 

Dark Rift 

$64 

Stacker 

$66 

Donkey Kong Fantasy 

$64 

Star Fox 64 

$69 

Doom 

$72 

Star Wars Shd Emp 

$72 

FIFA Inti Soccer 64 

$69 

Street Fighter 

$64 

Freak Boy 

$66 

Super Mario 64 

$62 

Golden Eye 007 

$64 

Super Mario Kart R 

$69 

Ken Griffey Jr BasebI 

$66 

Tetrisphere 

$45 

Killer Instinct GId 

$72 

Top Gear Rally 

$72 

Kirby Bowl 

$62 

Top Gun 

$66 

Legend of Zelda 

$69 

Turok Dinosr Hntr 

$69 

Mad Catz Adv Contrir 

$29 

Ultra Combat 

$69 

Mad Catz Anal Steer 

$52 

Ultra Descent 

$66 

Mad Catz Basic Cntrir 

$25 

War Gods 

$69 

Md Ctz FIght/Fght Ctr 

$40 

Wave Race 

$62 

Mega Man 

Mission Impossible 
Monster Dunk Bball 
MK Kombat Trilogy 

$64 

$66 

$66 

$75 

Wayne Gretzky Hckey 2 

I $76 

■ 

N64 AC Adapter 

$19 

FIFA Soccer '97 GId Ed 

$56 

N64 Arcade Shark 

$42 

Lunar 

$34 

N64 Cleaning Kit 

$10 

Lunar 2 

$49 

N64 Controller ea. 

$29 

Madden F6 '97 

$54 

N64 Extension Cable 

$10 

Mortal Kombat 3 

$64 

N64 Flight Force Pro 

$52 

NBA Live 97 

$56 

N64 Gameshark 

$59 

NHL Hockey '97 

$56 

N64 Hammerhead 

$34 

Sonic Blast 

$51 

N64 Memory Card Plus $26 

Ultimate Mort Komb 3 

$69 

N64 Memory Cart 

$19 

Vectorman 2 

$52 

N64 RF Switch 

$29 

Virtue Fighter Animatn $52 

N64 RFU Adapter 

$19 

Wild Series Bsbil 96 

$50 


2 Xtreme 

$50 

Incredible Hulk 

$50 

7th Guest 2 11th Hour $50 

Into the Shadows 

$52 

ASCII Control Pad 

$22 

Jumping Flash 2 

$50 

ASCII Fighter Stick 

$44 

King of Fighters 95 

$50 

Alien Trilogy 

$51 

Kings Field 2 

$51 

Allied General 

$50 

Lands Lore Grd Dstny 

$54 

Andretti Racing '97 

$49 

Legacy of Kain 

$52 

Arc the Lad 

$52 

Lethal Enforcrs 1 & 2 

$43 

Arcade Classics 2 

$46 

MLP Pennant Race 

$50 

Area 51 

$51 

Mad CatzAnIStr Whi 

$54 

Beyond the Beyond 

$50 

Mad Catz Cont Pad DIx $16 

Big Bass Wrid Champ 

$51 

Madden Football 97 

$54 

Blast Chamber 

$49 

Magic the Gathering 

$50 

Breath of Rre 3 

$56 

Marvel Super Heroes 

$52 

Bust-A-Move 2 

$36 

Mechwarrior 2 

$49 

Castlevania Blooditng 

$42 

Mega Man 8 

$52 

Chronicles of Sword 

$50 

Monster Truck Rally 

$54 

Command & Conqr 

$52 

Mortal Kombat Trilogy 

$52 

Contralegacy of War 

$46 

Moto Toon Gran Prix 

$50 

Crash Bandicoot 

$52 

Myst 

$50 

CrusadenNo Remorse 

$49 

NAMCO Musm 1-5 ea. 

$44 

Cyber Gladiators 

$46 

NASCAR Racing 

$46 

Dark Forces 

$49 

NBA Hang Time 

$52 

Dark Stalkers 

$44 

NBA In The Zone 2 

$46 

Dark Sun 

$51 

NBA Jam Tourn Ed. 

$48 

Death Keep 

$52 

NBA Live 97 

$49 

Descent 2 

$52 

NCAA Final Four 2 

$48 

Destruction Drby 2 

$52 

NFL Game Day 97 

$50 

Die Hard Trilogy 

$50 

NFL QB Club '97 

$39 

Duke Nukem 3D 

$52 

NHL Face Off 97 

$50 

FIFA Soccer '97 

$49 

NHL Hockey 97 

$50 

Final Doom 

$52 

PGA Tour '97 

$50 

Rnal Fantasy 4 

$69 

PSX Analog Joystick 

$59 

Rnal Fantasy VII 

$72 

PSX Controller 

$22 

Formula 1 Wrld Ch 

$52 

PSX Flight Force Pro 

$56 

Game Shark 

$56 

PSX Game Gun 

$38 

Hexen 

$52 

PSX Memory Card Plus $40 

Hyperblade 

$51 

PSX Mouse w/Pad 

$32 

ID4;lndependence Day 

$52 

PSX Multi-Tap 

$46 


Panzer General 

$54 

ASCII Fighter Stick 

$34 

Perfect Weapon 

$52 

Alien Trilogy 

$50 

Power Slave 

$46 

Andretti Racing 97 

$48 

Powr Mve Pro Wrsting 

$46 

Area 51 

$51 

Quake 

$54 

Blast Chamber 

$49 

RayMan 2 

$54 

Blazing Dragons 

$46 

Re-Loaded 

$52 

Bug Too! 

$42 

Rebel Assault 2 

$49 

Bust-A-Move 2 

$36 

Resident Evil 2 

$54 

Castlevania Blooditng 

$42 

Ridge Racer Revolutn 

$44 

Command & Conquer 

$52 

Road Rash 

$54 

Contralegacy of War 

$46 

Samurai Showdown 3 

$50 

CrusadenNo Remorse 

$49 

Shadoan 

$50 

Dark Rift 

$52 

SimCity 2000 

$44 

Dark Savior 

$54 

Sony Playst w/Game 

$249 

Dark Sun 

$51 

Sony Playstation Sys $219 

Daytona USA: Chp 

$44 

Soviet Strike 

$49 

Descent 2 

$52 

Space Jam 

$42 

Destruction Derby 2 

$54 

Spot Goes Hollywood 

$52 

Die Hard Trilogy 

$49 

Star Gladiators 

$50 

Doom 

$52 

Star Trek Generations 

$52 

Dragon Force 

$48 

Street Fighter Alpha 2 

$52 

Duke Nukem 3D 

$52 

Suikoden 

$44 

Earthworm Jim 2 

$46 

Syndicate Wars 

$49 

FIFA Soccer '97 

$49 

TNN Outdr Bs Tourn 96 $54 

Rghting Vipers 

$44 

Tecmo Deception 

$54 

Game Shark 

$56 

Tecmo Super Bowl 

$54 

Grand Slam BasebI! 97 

$52 

Tekken 2 

$44 

Hexen 

$52 

Test Drive Off Road 

$52 

Hyperblade 

$54 

Tetris Plus 

$44 

ID4:lndependence Day $52 

Tobal No. 1 

$50 

Incredible Hulk 

$50 

Toh Shin Den 2 

$46 

Into the Shadow 

$52 

Tomb Raider 

$50 

King of Fighters '95 

$52 

Triple Play 97 

$52 

Legacy of Kain 

$52 

Twisted Metal 2 

$50 

Legend of Oasis 

$44 

Warhammer Horn Rat 

$50 

Lunar Directors Cut 

$54 

Wing Commander 4 

$52 

MVP Baseball 97 

$52 

Wipeout 2 

$50 

Madden Football '97 

$54 

X-Men Chiidrn of Atom $50 

Magic the Gathering 

$50 


Marvel Super Heroes 

$52 

Virtua Cop 2 w/gun 

$68 

Mechwarrior 2 

$49 

Virtua Rghter 3 

$54 

Mega Man 8 

$52 

Virtua Rghters 2 

$54 

Mortal Kombat Trilogy $52 

Virtual On 

$46 

Myst 

$46 

WWF;ln the House 

$50 

NBA Jam Extreme 

$51 

Wipeout 2 

$50 

NBA Live 97 

$49 

World Heroes Perfect 

$52 

NFL '97 

$54 

Worldwide Soccer 2 

$46 

NFL QB Club '97 

$52 

Wrld Series Basebll 2 

$52 

NHL Hockey '97 

Nights W/3D Pad 
Panzer General 

$50 

X-Men Chiidrn of Atom $49 

$62 

$54 

■Em 

Quake 

$54 



Rally 

$52 

Breath of Fire 2 

$62 

RayMan 2 

$54 

ChronoTrigger 

$72 

Re-Loaded 

$52 

Donkey Kong C 3 

$64 

Sacred Pools 

$52 

Doom 

$56 

Saturn 3D Control Pad 

$35 

FIFA Soccer '97 GId Ed 

$56 

Saturn Arcade Racer 

$64 

Madden FB '97 

$56 

Saturn Backup Ram 

$46 

Marvel Super Heroes 

$54 

Saturn Core System 

$209 

Mortal Kombat 3 

$67 

Saturn Light Gun 

$19 

NBA Live 97 

$56 

Saturn Mission Stick 

$59 

NHL '97 

$59 

Saturn Net Link 

$199 

Secret of Evermore 

$64 

Saturn Net Kybrd Adp. 

$20 

Secret of Mana 

$59 

Saturn Net Link Mouse $24 

Street Fighter Alpha 2 

$66 

Saturn System w/game$229 

Toh Shin Den 

$54 

Saturn Virtua Stick 

$54 

Toy Story 

$66 

Shadoan 

$50 

Ultimate MK 3 

$71 

SimCity 2000 

$49 

World Heroes 

$29 

Sonic 3D Blast 

$43 

Yoshis Isl/Spr Mario 

$56 

Sonic X-treme 

$46 

Zelda 3 

$34 

Soviet Strike 

Spot Goes Hollywood 

$49 

$52 

Zoop 

$36 



Street Fighter Alpha 2 

$52 

1 We Also Carry 

Syndicate Wars 

$49 

NEOGEO 

Toh Shin Den URA 

Tomb Raiders 

$44 

$50 

Jaguar 

1 CDi 


Ultimate Mort Komb 3 

$54 



Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Hardware 
orders may require additionai shipping and handling charges. Defectives replaced with same product. Aii saies final. Call for details. 

Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order" charge is charged once per order placed and the “per item" charge is 
charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you. 


Standard Piiority Federal Federal Mail To Mail To 
LI.S. Mail U.S. Mail Express Express Canada The World 


Per Order 
Per Shipment 


7-10 Days 2-3 Days 

$1.00 $1.50 

$1.00 $1.50 

$1.00 $1.50 


2 Day 
$ 2.00 
$ 2.00 
$ 2.00 


lOay 

$4.00 

$4.00 

$2.00 


4-7 Days 7-14 D; 
$2.00 $2.00 
$2.00 $2.00 
$2.00 $6.00 
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sysrm: Arcade 


publisher: SEa 


developer: 


F rom the team responsible for 
Sega's racing masterpiece, 
Daytona USA, comes the very first 
Modei 3 racing game, tentativeiy caiied 
Scud Racer. Featuring the fabulous 


Dodge Viper, Scud Racer is a 
hyper-realistic racing game with the 
most detailed graphics (foreground as 
well as background) ever seen in any 
racing game. As the number two title on 


Scud Racer Is sure 
to be one of the 
most realistic 
racing games ever 
system. 


1 The background graphics redefine the term ‘detailed’. 

2 Racing at the airport? Is that really safe? 
3 Flying fhtough the city streets In your brand new Dodge Viper is a thrill you may never 

know for real, so be sure not to miss It 
4 Smooth lines like these can only be done on a machine like the Model 3 board. 


the mega-powered Model 3 board, Scud 
Racer is set to take the ‘wow’ factor of 
Virtue Fighter 3 a step forward in show- 
ing exactly what the board can do at 
high speeds. Of course, the most excit- 
ing thing about Scud Racer is not the 
graphics, but the sheer driving good- 
ness that Sega racing games have 
come to mean over the years. There are 
even reports that this game could 
already be in translation for the Saturn, 
but don’t expect any home system to be 
able to match this kind of performance. 

Offering all kinds of courses, from 
futuristic inter-city highways to airport 
runways (?), Scud /facer promises lots 
of high speed thrills and chills for the 
true arcade racing afficianado! So get 
those quarters ready, racing fans — 
Scud Racer is on the way! 





svsTEn: Saturn 


publisher: TBA 


developer: IliARP 


RELEASE date: TBA 


W arp s latest interac- 
tive movie. Enemy 
Zero, is nothing short 
of amazing. The game comes 
on four discs (the first disc 
being titled: Disc Zero), and 
features the same main char- 
acter from D, Laura. However, 
there’s absolutely no continuity 
between the plot of Enemy 
Zero and D. 

Warp managed to pro- 
duce SGI quality with Amigas 
for D, so you can imagine what 
they've done with SGIs this 
time around. Also, the corri- 
dors are now played out in 
real-time using polygons, mak- 
ing free movement possible. 


Wandering around freely In 
polygnal corridors Is something 
you couldn't do In D. 


SremyZero, the antagonist, is 
invisible, therefore it’s a must 
for Laura to use a special ear 
piece to track the creature’s 
movements. When the Enemy 
Zero and other baddies close 
in, the beeps become higher 
pitched, getting louder and 
faster. Scary stuff! Enemy 
Zero is truly an interactive 
experience that must be expe- 
rienced in a home theatre. In 
other words, play this game in 
surround sound. The game has 
no US publisher yet, but as 
high quality as EO is, we’re 
sure it’s only a matter of time 
before we see it over here. 


1 Your adventure begins when 
you awake from some sort of 
suspended anlmaUon. 

2 What’s behind door numher 
one? Be careful... Laura can 
now he killed! 


£0 sports some of the nuist 
amazing CG graphics ever 
seen In a video game, plus it’s 
four CDs long! 


□MQ ULtnA GAME PLAYERS 


http: /Zwwui.ultr aqp.c om 




*'Kain IS a 
powerful, 
persuasive aiK 
exciting new 
character... " 


[iVain sj plot IS 
complex — and gory 
— enough to satisfy 
even the most die-hard 


Electronic Gamini 


Game Informer 


the gaming 
equivalent of 
Braveheart. 


Carnage runs 
rampant... 

★ ★★★ 


Next Generation 


Next Generation 



AdiVisioN, 



Blood Omen: Legoty of Kain is distributed by Activision. 


1 

witli 25 grisly minutes 

Crysla) Dynamic ond Blood Omen; Legacy of Koin ore Iradeioarks of Cryitol Dynamics. 

©1996 Crystal Dynamics. Activisian is a registered Irodetnark of Activision, Inc. 

PlaySintion and the PlayStotian logos are trodemorks of Sony Computer fnterlQinmenl Inc. 

All rights reserved. 



of full-motion. 

3-D animation. 


Explore tKe carnage 
at www.activision.com 
or www.crystald.com 






SYSTEn: PuyStation 

publisher: Ileokonic Arts 

developer: Eleoronic 

RELEASE date: MaRCH 


Iron Storm from Working Designs. 

The one or two piayer gameplay 
centers around a modern navai sce- 
nario where the combatants can seiect 
their own fieet and fight their way to 
capture a harbor, destroy an opposing 
fieet, or engage in 
ship-to-ship com- 
bat. Uniike Iron 
Storm, Eiectronic 
Arts promises that 
Battlestatlons wiii 
put a significant 
amount of focus on 
3D action gaming 
whiie retaining a 
good dose of 
strategy game eie- 
ments. The abiiity 
to initiate a number 
of different 
campaigns shouid 
heip to retain the 


high repiay vaiue inherent to the 
strategy genre. 

Eiectronic Arts’ reai chaiienge is 
to retain enough of the strategy eie- 
ments to piacate hard-core war 
simuiation fans while introducing 
enough action elements to appeal to the 
non-traditional strategy gamer. From the 
looks of the accompanying screen shots, 
they’re off to a nice start. But even if 
Battlestatlons falls short of completely satis- 
fying both sides of the equation, the title adds 
the type of diversity to the PlayStation line-up 
that could only be found on the Saturn just a 
few short months ago. 


1 Evan Hie most diehard strategy 
Ian can’t help to be Intrigued by 
the prospect of acUon-oriented 
shIp-to-shIp combat 

2 The ability to create and cus- 
tomize a fleet offers the potential 
for substanUal gameplay depth. 

3 Know your enemy and you shall 
always be victorious. 


A lthough details on this title are 
still a little sketchy (despite the 
game’s imminent release just a 
few months away), Battlestatlons 
seems to be a strategy game in the 
same vein of last year’s award winning 



What you get to do: Shoot with gun, shoot with D-pad, shoot with D-pad and partner, shoot with gun and partner, 

©1997 SegaSoft Inc. All rights reserved. SegaSoft and the SegaSoft logo are trademarks of SegaSoft Inc. Sega is registered in the U.S. Patent and Trademark Office. Sega Saturn Is a trademark of Sega. Scud: The Disposable Assassin, the character 









SYSTEns: Niwendo fcti., PC 

publisher: Vic Tokai 

developer: CHRy 

RELEASE bate: MaRCH 


A lthough Criticom wasn’t exactly 
an overwhelming success, the 
game did feature attractive (but 
flawed) graphics and an Intriguing cast 
of characters. Now, the developers at 
Chronos are nearing completion of Dark 
Rift — if not a true sequel to Criticom, 


then at least a spiritual successor. 

Details regarding Dark Rift have 
been sparse, but the 3D polygonal 
fighter Is said to utilize optical-motion 
capture animation, reai-time scaling, 
and a high frame-rate, which should 
eliminate the choppy animation 


1 Hie N64 should have the power to optimize movement In the 3D arenas. 2 Hand to 
hand combat Is good, but Baric fUff Is loaded with special attacks and proJecHle lighting. 


problems 
exhibited 
in Criticom. 

The game 
features eight 
playabie char- 
acters and 
two bosses, 
plus fighting 
arenas with 
varying 
gravity. 

Set for 
a first quar- 
ter reiease, 

the PC version of Dark Rift viiW 
foiiow about a month after the N64 
reiease. Eariy buzz from Nintendo prod- 
uct testers is one of great enthusiasm. 
The oniy things that may be missing for 


Hflih gamaplay 
success will be cor- 
recUng CrWconih 
animation problems. 


the N64 game are the great rendered 
intro sequences featured in Criticom, 
but that wiii be a small loss. If it has 
been exchanged for a cartridge fuil of 
great gamepiay. 


shoot with D-pad and gun, shoot with gun in each hand. What you don't get to do: Recite poetry, pick daisies, hug lovable stuffed animals. 

and Surrealrty Just Got Funky are trademarits of Rob Scfirab. Windows is a trademaik of Microsoft Coip. FOR A FREE WINDOWS ‘95 DEMO OR TO ORDER SCUD DIRECT, CALL 1.888.SEGASOFT WWW.SEGASOFT.COM SEGAS9FT™ 






SYSTEn: PuyStahon., Ninttendo b4 

publisher: lltllUAflS E^frERTAINME^^• 

CEVELOPER: yiLaAMS Eotertainpeot 

RELEASE bate: HaRCH 



Can this arcade loser become a god at homef 



Ithough the public’s reception of 
Midway's oft-delayed arcade 
game has been lukewarm, IVar 


Gods has been slated for release on 
both the Sony PlayStation and the N64 
by William’s Entertainment. 

A number of 
improvements to 
k the game are 

■ being considered 

■ in an attempt to 

■ improve the 

■ gameplay of the 

■ arcade release. 

I Unconfirmed 

■ improvements 

■ include a Practice 

■ Mode, playable 

I bosses, combo 

^ breakers, and 

adjustments to 
the game’s Al. 
William’s 
hopes that these 
tweaks will reveal 
the potential of War 
Gods and Increase Its 
popularity over its 
arcade performance. 

Elements that 
will make the transfer 
to the home consoles 
unchanged are the 
graphics with real- 


1 All of the fighters 
from the arcade 
version of the game 
are slated to return, 
but what about 
hidden characters? 
2-3 Hand-to-hand 
crnnhat still plays a 
role, but special 
attacks and finishing 
moves are what 
everyone wants 
to see. 


CHSMt 

•Mia I 
, 1 


Supernatural 
special attacks 
are the mrrst 
appealing part 
of War 

Gotfs' gameplay. 


life actor’s motions and appearances 
laid onto real time 3D models through a 
process called Digital Skin technoiogy. 
The accompanying PlayStation screen 
shots show that the arcade quality 
graphics have made the transition to 
home virtually unscathed. Only the 
flame effects in the PlayStation version 
show any degradation in quality. 

All of the original fighters and all 
of the moves will make it over to the 
consoles, but there will probably be 
some differences between the 
Nintendo 64 and PlayStation versions. 
Count on the N64 War Gods having vir- 
tually no load time and better graphics 
than the PlayStation, while the 
PlayStation, with its greater storage 
capacity, could feature more secret 
characters and levels. 

But the key to War Gods success 
on the consoles will be If the choppy 
character animations and awkward 
gameplay can be Improved, so that War 
Gods will get a serious reappraisai by 
legions of bloodthirsty gamers. 


What good Is a 
combat game with- 
out Kerr! Hoskins? 


If you're a 
God, rules 
don’t apply 
when n 
comes 
to combat. 


1 As these PlayStation screen shots attest 
to, the graphics for the most part have 
ported admirably from the arcade version. 

2 KabukI Joe? Stop! H hurts when I laugh! 


1 Women! Count on 
them to a!ways 
bring someone e!se 
!nto an argument! 

2 HopefuHy, the 
flame effects In the 
Nintendo 64 version 
will be a step up 
from the 

PlayStation version. 

3 BIwMl is back! 


AHAU Kilt A- PRESS START 


UimA GAME PLAYERS 


http: //WWW. ultragp.com 




SYSTEns PuyStation 

publisher: AcnvisiON 

ceveloper: Actiyision 

RELEASE bate: CgOBER 


S et in a dark, foreboding future 
where science and reiigion 
have once again become ene- 
mies (remember the Scopes 
Monkey Triai?), Apocalypse 
promises to be a fast-paced action 
game presented in cinematic styie. 
You’re teamed with a computer 
partner who fights with you in a bat- 
tie against The Four Horsemen (War, 
Famine, Piague and The Beast). 

Activision has created a new 
technoiogy caiied Activation, which 
enabies the deveiopers to incorporate 
traditionai key-framed animation, 
motion-capture, and inverse kinemat- 
ics into a fully controllable 3D world. 
This combination of animation tech- 
niques promises to create realistic 
actions, seemless transitions, and 
unequalled control. According to Bobby 
Kotick, CEO and Chariman of Activision, 
‘Apocalypse pushes the boundaries of 
over-the-top action with the most real- 



Even up dose, tlie polygonal figures look 
and move Incredibly real. 

istic and responsive characters ever 
featured in an action game’. 

We haven’t played this game yet, 
but the video and screens we’ve seen 
suggest that Apocalypse really could be 
a groundbreaking title. Since this isn’t 
slated until fall ‘97, we’ll have many 
more chances to update you on the 
progress of this one. 





JUSIfFIES 

SPECIFiCATiONS 


COMP4TIBII WITH m SONY PLAYSTATION GAMES 

t KONAMI’S LETHAL ENFORCERS i & 11^ 

• KONAMI^S CRYPT KILLERS 
t DIE HARD TRILOGY™ 

• PROJECT HORNED OWL™ 

• AREA 51™ 

WEIGHT: 7 OUNCES 
RANGE: 5*7 FEET 

SIZE: 8 INCHES FROM NOSE TO BUTT 

THE LICENSED GUN FOR THE SONY PLAYSTATION. 


fWJECT HORNED OWL is a tfademark of Sony Interactive Entertainment Inc. ® 1996 Sony Computer Entertainment 
Inc. ©1996MOVIC. DIE HARD TRILOGY^” &© 1996 Twentieth Century Fox R!m Corporation. All fights reserved. 
AREA 51^" © 1995 Atari (Sames Corporation. All rights reserved. Developed by Mesa Logic, Inc. 

MIDWAY® te a registered trademark of Midway Games Inc. Used by peimission, Konami® and 
JL©TIRER®are registered trademarks, and CRYPT KILLER™ and LETHAL ENFORCERS I & li™ are 
irademarks of Konami Co. Ltd. Licensed by Sony Computer Entertainment America for use with the 
Play^Uon game cortsole. PlayStation and the PlayStation logos are trademarks of Sony Canputer 
Entertainment Inc. © 1996 Konarrd of America, Inc. Alt rights reserved. 

WWW.KONAMI.COM 


AUXILIARY 
FIREPOWER 


SMOOTH TRIGGER 


FIRM ERGONOMIC GRIP 




developer: 31X) 

RELEASE date: 5nD ATR 



Plastic army men come to life in 3I)0*s answer to lilarCraft 





1 The desert levels are wide 
game stars the plastic 
detailed pencil sketch and 


T he little plastic soldiers that we all 
grew up with as kids are coming 
to the PC in 3D0’s new real time 
strategy game, Army Men. But Army 
Men will be more than just another 
WarCraft II or Command & Conquer, as 
Its many unique features set it apart 
from the clones. 

The units are very detailed ren- 
derings inspired by plastic toy soldiers. 


1 -2 Wireframe renderings show what’s 
underneath the tanks and helicopters. 


Each is created in 3D Studio MAX with 
a plastic texture laid over a wireframe, 
as these screenshots show. From 
there, the artists animate the figures 
so that they run, fire and die in poses 
drawn from the classic stances of the 
original toy soldiers. It’s a cool look, 
and reminiscent of the soldiers in Toy 
Slory, but the 3DO team says they 
thought of the idea before the movie 
ever came out. The reason they 
come up with the plastic soldier 
look was to be able to sell the 
game In Germany, where blood 
and guts in video and computer 
games is not allowed. By using 
plastic units, they would be able 
to sell in that important market. 
The models ended up looking so 
cool, they decided to keep the 
plastic look for all markets. 

The game doesn’t just look 
different from other real time 
strategy games, but plays differ- 
ently, too. You 
actually 
take the 
field in 


Here’s a look at 
the finished 
bayou level. 


From polygon to wire- 
frame to finished model, 
the soldiers In Amy Men 
re quite detailed. 


your command vehicle, whether it is 
a tank, helicopter or halftrack. From 
there you give orders to your units, 
and they use sophisticated Al rou- 
tines to carry out those orders, 
avoiding enemy fire and radioing 
back to you for help when they 
get in trouble. You’ll also use 
your command vehicle to 

transport your men In and 
out of engagements, and 
help them fight. 

Different terrain will dic- 
tate different strategies, and prompt 
you to use a different command 
vehicle. The game will have 20 lev- 
els and a number of different units, 
including bazookas, 
flame-throwers, 
machine gunners, rifle- 
men, tanks, halftracks 
and helicopters. 


1 Game levels 
pencil sketches. 

2 Black and white 
transitions 


Proper use 
of your field 
artillery can save 
you a lot of little 
plastic buddlesl 


□ ULTTtA GAME PLAYERS 


http: //www.ultr'agp.com 




PIciyStaiion 


© CAPCOM CO., LTD. 1996, 1997 © CAPCOM U.S.A., INC. 1996, ? 
mark of CAPCOM CO.. LTD. CAPCOM is a registered trademark of 
foflos ars trademarks of Sony Computer Entertainment Inc. Sega i 


brings you brand new Mega features i - :'- 
and classic Mega moves. The whole 
cast has returned with devious new 

enemies, smooth animation, 
and endless custominng upgrades. 
Pius, the best Japanese anime 
battle intros available on any platform today! In honor 
of the legend's 1 0th onniversory, we've also included a gift with 
every pockage. It's a foil color collector's anthc^tgy 
booklet of Mega AAan artwork previoudy unreieosed in the U.S. 


Welcome bock. Mega Monl 







SYSTEn: PufflATION 

plhjsher: feo 

developer: Namco 

RaEASE date: TBa" 

Someu^ere between Ridge Racer and Ra\/e Racer f It certainly sounds like it 






H istorically, Ridge flacer is a signif- 
icant title for the PlayStation. The 
original killer-app marked the 
start of Namco’s relationship with Sony 
and the beginning of Namco’s aston- 
ishing rise to third party dominance on 


1 Big hills require big skills, like down- 
shifting to get more torque — a new 
requirement In Ridge Racer games. 

2 Big cars cost money, but until you 
save some, why not enjoy this litUe 
English death-trap? 


the system. Rage flacer marks the 
fifth game in the /facer series, with the 
time line going like this: Ridge Racer, 
Ridge Racer 2, Rave Racer, Ridge 
Racer Revoiution, then Rage Racer. I 
think it’s time Namco got a thesaurus 
or something. 

Thesaurus or not, Namco defi- 
nitely has a couple of graphical 
additions for the Big /Umanac of 
PlayStation Games, including 
more detail, smoother frame 
rates and better texture-map- 
ping than any previous Namco 
title. Graphics are a very big part 
of what makes Rage Racer 
interesting. Light-sourcing has 
been brought in to improve the 
bright, primary contrast that 
you’ve come to expect from 
Ridge /facer games. Cars are 
more detailed and varied, with 
everything from Japanese super- 
coupes like the fabled Nissan 
Skyline, to 
flatbed 
lowrider 
trucks. 

This 
new- 
found 

variety is seen in other areas, 
too. You can choose to race in a 
brand new Grand Prix mode, 
which not only breaks from the 
monotony of time trials, but also 
allows you to buy new cars mid- 
season, or enhance your existing 
vehicles in a menu-driven shop. 


the view Is 
beautiful, and 
clipping virtually 
non-existent. 


The big question with any 
Ridge /facer game has to be about 
track variety. The bad news is that 
Rage Racer has the typical one- 
track-with-three-variations problem, 
but the good news is that the varia- 
tions are HUGE. Apart from a couple 
of short sections, you seldom see 
the same route twice. There’s even 
a short, Daytona-shfie oval thrown 
in. Add to that the secret stuff 
(mirror mode, etc.) and you have a 
much, much bigger game, so 
Namco racing fans have a lot to 
look forward to. 


1 Adjusting the specifications of existing 
vehicles is cheaper than buying new stock. 

2 /Utemate back routes are marked by 
detour arrows — which sometimes can be a 
little confusing. 


1 Of course, this him would be easier with a NegCon controller. 2 This grade just 
screams for a downshift! 3 The game has tons of beautiful scenery, and some nhm 
buildings, too. 4 Better pass him quick, someone's coming up fast in the rearview! 


Yes, you’re right 
That Is the 
Parthenon. 
TTiere’s nothing 
oM fashioned 
about this 
chariot, though! 
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THE OFFICIAL SPORT DRINK OF THE 
PROFESSIONAL UNDERGROUND LEAGUE OF PAIN. 




UJELCOME TO THE FIRST 
SPORT SIM liJITH H 
DISTINCTLV UlOLENTFLflUOR. 



No referees. No rules. In this league it's 
pummel or be pummeled, beat or be beaten. 
Vour challenge is to guide a sin-man team 
through a gauntlet of 15 international 
teams in practice, league or cup play. 



The first futuristic sport sim to deliuer 
ultra-realistic game play uiith full sports 
management capabilities. Crush the life 
out of your opponents from multiple camera 
angles unth full multi-player capability. 



Torment your opponent and score goals 
ujhile eKperiencing real-time light-sourcing 
and the highest resolution auailable for 
Play Station. 



www.psygnasis.com 










SYSTEn: PuyStation 


publisher: &ny/Psygno^ 


developer; Psycnosis 


T he day of the overhead racer 
was once thought to have 
passed, but apparently not 
with games like CrimeWave from Eidos 


and Dare Devil Derby 3D from 
Mindscape both making an appear- 
ance in the last year. While other 
recent Micro Machines sty\e games 


have demonstrated a fair use of 3D land- 
scapes, Rush //our from Psygnosis looks to 
be the leader of the pack In this particular 
arena. From high above, the player is treated 
to a variety of elaborate and exotic locations 
all built In full 3D. Some of the exciting game- 
play features include a zooming camera view 
which brings you right down on top of the 
action, a iong list of vehicles including every- 
thing from Jeeps to Porsches, and a two 
player split screen mode. If Psygnosis’ history 
has any bearing on the continued develop- 
ment of this promising title, we’re in store for 
plenty of visual treats and first rate gameplay 
by the time the final code makes its way into 
our hungry little hands. 

1 Though the view would have allowed some 
cheating on the 3D graphics, Rush Hour's graphics 
are beautifully detalledi 2 Exotic locations, such 
as the Bay Side track, give this game a sense of 
realty not known to other overhead racers. 

3 With thorough control over the zooming camera, 
the player decides how close to get to the action. 

4 The hilly 30 terrain gives the game a real sense 
of depth and vartaty. 


of Wipeout XL 
comes this hot 
micro-machines 
knockoff. 





system: PlayStation 


publisher: Activision 


developer: fluANrun pAaoRY, Inc. 


RELEASE date: PIARCH 


While Mech Warrior 2 
doesn’t have the flashiness 
of some of the other mech 
titles, it does have a more 
realistic feel to it and mech 
fans should waste 
no time in checking 
it out. 


W hile there 
have been 
several Mech 
related games released for 
32-bit systems, most have 
emphasized straight 
action over the simulation 
aspect. With Mech Warrior 
2, Activision seems to 
have found a solid middle 
ground that will keep sim 
fans happy, but still main- 
tain a nice arcade flavor. 
Now sporting 48 missions 
and some new options, 
Mech Warrior 2 ensures 


that this PlayStation port will 
have more replay value than 
its PC predecessor. 

There are a variety of 
Mechs to choose from, and 
you can customize them 
according to the require- 
ments of the missions. The 
battlefields are even 
more detailed, with 
enhanced terrains 
only seen on the 
3-D accelerated 
PC version. 

Control takes a bit 
of getting used to, 
but after a couple 
of training mis- 
sions, you’ll be 
blowing up bad 
guys with the 
best of them. 


T Power-ups like this 
Increase your mech's powor, 
but they are hard to And. 


2 Don’t Are unAI you see the whAes of their eyes. 3 There are now 
even mote missions to choose from In this PlayStaAon version. 
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SYSTEHS PuyStahon, Saturn. PC 


PUBLISHED Electronic pEs 


DEvaopEic EA StUDios, Canada 


T he developers of NFS2have 
thrown out last year’s successful 
game engine and created an all 
new one for the PC and PlayStation 


Drive the cars of the rich and famous., without insurance! 


versions, which allows the game to 
move 50% faster than its predecessor. 
And amazingly, there are also 50% 
more polygons, which show up In the 
highly detailed cars and 
richer 3D back- 
grounds. As you 
race around the 
track, there are 3D 
objects that now 
react to being hit, 
while improved 
freedom of 
movement allows 
the cars to go 
off-road. 

All of the cars 
in NFS2 are com- 
pletely new. This 
time, the cars are 
one-of-a-kind 
types that are out of 
the price range of anyone without the 
last name Gates. The new vehicles in 
this version include: The McLaren FI 

— the fastest production car in the 
world at 627bhp and 231 mph; Lotus 
GT1 — this is the roadcar version of 
Lotus’ brand new 550bhp race car; 
Lotus Esprit V8 — twin turbo-charged 
V8, the best handling of the bunch; 

Ford GT90 — concept car boasting 
720bhp and 235mph; Ford Indigo — 
450bhp Indy car for the road; Jaguar 
XJ220 — Jaguar’s supercar clocking in 
at 680bhp and 230mph; italDesign Gala 

— designed for Lamborghini by 


AB 


of the tracks 


are 


leng 


and 


twists 


ZIhe 


compleiely 


are 


detail 


accurate 


3l1te Mgh-speed 


rac- 


ing 


lets 


you 


off-road 


You 


atlanpt short 


even 


cuts t hr ough 


hHls, anhough they 


wH 


usuaBy 


crash. 




ItalDesign, Lamborghini’s newest con- 
cept car; and one yet-to-be-signed 
untouchable. With a collection of cars 
like this, NFS2 \s certain to catch the 
eye of any car buff. 

All of these exotic cars will have 
completely new international tracks to 
race on. Tracks in Norway, Vancouver, 
Mexico, Europe, Nepal, Greece, 
Australia, each have their own combi- 
nation of ‘environments’ — coastline, 
tundra, urban, forest, alpine, jungle, vil- 
lage, ruins, lakes, resorts, flatland, 
fantasy, roller coaster, desert, savanna 


— that allows the player to drive 
through every possible geographical 
scenario. This easily gives NFS2tt\e 
most tracks in number and variation of 
any video game out there. 

The split-screen option will be 
present for both the PC and PlayStation 
version. Other Improvements from the 
original Include overpasses, larger 3D 
objects, 1 1 racing opponents, two diffi- 
culty settings, and a crash cam. With 
all these improvements, we look for- 
ward to NFS2 being one of the most 
promising titles of this early year. 


pofygons tfiau last 
lean. Heed For 
j^wetf 2 is looking 
beefed up. 








system: pc 


PUB-ISHER: Psygnosis 


developer: Psygnosis 


T his sequel to the critically 
acclaimed Ecstatica comes at a 
time when the competition for 
adventure games Is extremely tough. 


and rounded characters. 

Comparable on some lev- 
els to games like Tomb 
Raider and Resident Evil, 
this third-person 
action/adventure game Is 
a mix of fighting, explor- 
ing and puzzle solving. 

Contrary to the precedent set by other recent 
adventure titles, however, the emphasis In 
Ecstatica 2 \s based on the action elements. 
The game Is tailored to this focus with a long 
list of complex attack moves and strategies. 
Expect to fight a large number of ‘ellipsoid’ 
creatures In this strange universe filled with 
medieval mysteries and dangers. 


1 Expect the emphasis to be on the action 
elements of the game. 
2 The medieval setting is well suited for the 
strange and magical enemy characters. 
3 As you make your way through the story-line, 
you will encounter an odd cast of characters. 
4 The game requires both fighting and puzzio 
fighting skills. 


rounded charac- 
ters In Ecstatica 2 
are created not 
with polygons, but 
with ellipsoids. 


Ecstatica 2 is graphically set apart 
from other 3D games through its use of 
a technology called ‘ellipsoid 3D', the 
result of which Is extremely smooth 



□SE ULTUA GAME PLAYERS 


http: //WWW. ultraqp.com 













6ar y 

Vyarluriia I’uf guUBJi Td 
iu -Shape Or£|er ii’rpiii CiiaD3> 


^ This official seal is your *-^tT TM 

^or«dAL c fJIPlKlI 

f S^SSi f) standai^^ SEGA.^ Buy U N^U >J 

teiBlJ/gi J games and accessories with 
" to^^ure that they 

'% QwUlTY jar are compare with the 

SEGA Saturn™ System. Br 

SEGA AND SEGA SATURN ARE TRADEMARKS OF SEGA EN^IrPRISES, LTD. ALL RIGHTS RESERVED. Dragon Force is a trademark of SEGA Enterprises, LTC 
LTD. 1996. English Translation ® Working Designs 1996. Schwjjtg! For a jj^ler near you, caii (916)243-3417. Call 1-800-771-3772 for InformatWIt'cin Game Ratings. 


VjTORiaNGDESIlGmy 


'i'j Cfj 









W arp’s follow-up to its enigmatic 
FMV adventure, D, is the first 
giimpse of the promise that is 
iVI2.The story of D2 is a continuation of 
the first game, except this time you are 


Laura's son, who must defeat his father. 

Ail the action in D2 takes piace in 
and around a castie, and the piay per- 
spective iooks simiiar to that of 
Resident Evil. However, 02 \s a com- 




pieteiy reai-time 3D environment simiiar 
to Tomb Raider. The character is con- 
troiied with M2's anaiog controiier. 

Graphicaiiy, 02 is impressive — 
artisticaiiy and technicaiiy. M2's tex- 
ture-mapping and iighting capabiiities 
are showcased by some amazing 
effects, inciuding the changing of shad- 
ows depending on the time of day. 

As you can see in the screen 
shots, 02 has managed to achieve the 
same dark and dramatic iook of the 
originai, but with the invaiuabie addition 
of reai-time environments and totai 
controi. if 02 is any indication of what 
type of game we can expect from 
Matsushita's fiedgiing system, then 
there is hope after aii. 


M the Mra and stoiy iBideFed cut scenes took nrighty impressive on HZ'S MPEG vMeo 
cart. 2 the dramaiic and enr-changing Bghiing Elects give flZIhe necessary mooiL 
3 ki 02, you can actuaHy control Hie character, it's no longer Just an FMV game. 
4 From the looiQ ol it, 02 is truly the next generation AesMent CML Noth H Hie play can 

hold up, the M2 has at least one winning HUe. 




SYSTEM PUY^ATION, PC 


pubqsher: Psvgnosis 


ICVa.OPER: PSYGNOSIS 


RELEASE date: HaRCH 




Where 

What 

is happenirvo 7 

How 

are you doinq ? 

Can 

do you think of 

Who 

is that? 

Special 

is the status of 


do you call 7 

is your name ? 
should i do now? 


T his is not your average 
consoie videogame, in 
fact. Sentient can most 
closeiy be compared to the 
ciassic text adventure Zorir for 
the Commodore 64, but with 
some poiygonal modifications. 

In essence. Sentient is a 
text-based adventure that 
takes place in a real-time 3D 
world. And while the graphics 
are nowhere near the quality 
we've come to expect from 
Psygnosis, the key to this 
game is the branching plot and 
depth of conversation. Every 
decision or conversation leads 

1 The hiteiacHon between chai^ 
acters is deep. You can RteraHy 
talk In one peon hir hnias about 
different Uibigs. 

2 The rendeied kitro and cut- 
scenes feature the standard 
Psygnosis special effects. Hie 
these explosions. Cool, huh? 


the player down a different 
path and, because there are 
more than ten endings, the 
player discovers different ways 
to solve the problems of the 
game. Senf/enf takes place on 
the ICARUS space station and 
has the player as Garrit, a 
medical technician, who is 
meant to investigate an out- 
break of radiation sickness. 

But everything isn’t as it 
seems... That’s where you 
come in to figure out the plot, 
sub-plot, and even dream 
sequences. Deep? Yes. 
Confusing? Most definitely. 

There’s no doubt that 
Sentient otters something no 
other PlayStation game can, 
but it’ll be interesting to see 


nds unique inteiface shoidd he 
able to handle Just about any 
quesHon you need answered. 

how many gamers will have 
the patience it takes to work 
through a full blown, text- 
based adventure. 


The conversation system 
allows you to use facts as 
items to imcover more. 
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systems; Niwenix) W 


publisher: Niwendo 


developer: NimENDO 


Hario Kart feV is finally out! 


1-2 The real 
key to winning 
Is to master 
powersliding 
through the 
turns — It 
adds about 20 
mph to your 
topspeedi 


W ell, in Japan, anyway. But hey, 
you better believe we got our 
copy! We’ve already logged In 
more hours poking around on goofy lit- 
tle karts than we’ve spent working on 


next issue. Ahhh, Mario Kart — sure, 
you’re ruining our magazine, but you 
still manage to bring us all closer 
together. Sniff. 

For those of you who’ve spent the 
last few years on 
another planet 
(possibly one of 
Sega’s), here’s the 
rundown on the 
classic Mario Kart 
formula: you pick 
one of eight clas- 
sic Nintendo 
characters, and 
then race around 
cartoony tracks 
while throwing 
things like bananas at one another. 

Whiie the idea is basicaliy the 
same in the new 64-bit version, a few 
key additions have been made since 
the Super NES original. The most obvi- 
ous change Is In the environments, 
which are now fully realized in 3D, 
thanks to the extra power of the N64. In 
Mario Kart 64, the designers went out 
of their way to add all sorts of hills and 


Even though the 
tracks are simple 
enough to be split 
four-screens, the 
graphics are still 
beautifully done. 


1 You gotta love the 
scenery, like those 
fat, round cows. 

2 The characters may 
be sprites, but you 
won’t have anything 
to complain about. 

3 Now you can drag 
muHIple bananas! 


of your friends can race head-to-head. 
Last, we’ve got the Battle Mode, where 
the idea is to race around the specially- 
designed battie arenas, collecting 
weapons and shooting it out against 
your friends. You can play four people 
here, too, which couid make this game 
more of a crowd pleaser than the leg- 
endary Super Bomberman 2i 

We’re all big fans of this game. 
It’s great to see an old favorite not only 
re-done with better graphics, but with 
the extra thought and development put 
Into improving the gameplay as well. 


changes In elevation, not to mention 
tunnels, wild jumps, etc., and the extra 
effort really adds to the action. 

Just like the first game, Mario 
Kart 64 offers many different modes of 
play. First, there’s the Grand Prix, 
where you race every track in succes- 
sion and try to earn enough points to 
finish first piace in the course. Next is 
Time Triai, where you try to beat a 
track’s record times, and can even race 
against your own ‘ghost’ — a real time 
replay of your fastest lap. Third is the 
Match Race, where you and up to three 


1 Just like In the first 
game. If you fall Into a 
pnoroffacllff,Lakltu 
will pick ycu back up. 

2 The racing Is a lot 
rougher this time 
around, with lots more 
bumps and crashes. 

3 The mulU-player rac- 
ing Is fantasUc, with 
each player getting a 
ctfsp, clean view of the 
track at a better frame 
rate than most 
full-screen games. 

4 The light-sourced 
graphics look awo- 
some, especially when 
passing at full speed! 


http: //www.ultr-agp.com 





systems; PuyStation 


PUBLISHER! 


DEVELOPER! 


Staring straight into the eyes of evil... again 


If you ttiought the 
last cast of 
zombies was 
tough, just wait 
until you get a 
load of these. 


S ince word got out that Resident 
fir// 2 has been delayed until 
May, PlayStation owners 
across the country are understand- 
ably disappointed. As we learn 
more and more about the jSM 

game’s ambitious develop- 
ment, however, it just 
may prove to be a , JjlH 

blessing in disguise. ' Fir 
With the pressure of ' » 

the original game’s ' 

success (1 .5 million 
units) hanging 

over its head, M 

Capcom 

has M^ir^ 

us ~ 

Resident Evil 


ing a daredevil girl character and, for 
your protection and service, a rookie 
cop with an attitude. And to top off the 
excitement, we can be certain of an 
even more intense horror aspect 
this time around. Consider the 
original simply a case of 
testing the waters for 
ghoulish death 
scenes and the kind 
of creepy scenarios 
that make you want 
to play the game 
f friend. 

It’s difficult to 
conceive of the suc- 
cess Resident Evil 2 is 
IHM likely to enjoy this summer, 

|H|H with even more PlayStation 

owners out there this year 
and the typical lack of any 
serious competition in the 
summer months. It will 
also be interesting to see 
how the game stacks up 
to the new host of 3D 
action/adventure games like 
Tomb Raider. If what we’re 
seeing out of Capcom so far is 
any indication of what to 
B expect, Resident Evil 2 \n\\\ 
more than hold its 
own in this new 
super class of 3D 
gaming and will 
probably scare the hell 
out of us all over again. 


In this case, to serve 
and protect relates 
strictly to the first 
course... youl 


f will be a case of recre- 

ating the magic all over 

again. As for gameplay 

improvements, we can 

expect faster action , 1 

with tons more ene- JBU 

mies, giving the game 

that over the top quality H|H 

it needs to outshine the 

original. There is also an 

entirely new cast of characters, includ- 


No Skimpy 
exploring shorts 
for Elza Walker, 
who models 
the latest In 
full leather 
racing gear. 


1 With more detailed 
backgrounds than ever 
before, the terror Is even 
more convincing this 
Ume around. 

2 You remember the 
birds, don’t you? 

3 This is why you'll want 
to preserve your ammo. 

4 If there’s one word 
these zombies under^ 
stand. It’s persistence. 


1 And you thought locking the doors would be good enough. 2 Looks like Just another 
day at the office. 


3 No, we don’t think this guy Is really Interested In the job postings 
on the bulletin board. 4 Hey Midwest, get ready for another bloodbathi 
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1 1t’s ante for the annual 
Raccoon City blood 
drive! 2 Who knew 
zombies bled so good? 

3 Man’s best friend is 
back and hungrier than 
ever. Bet you wish you 
hadn’t worn that 
poikchop suit, huh? 

Nice doggy... 


Always the tough 
guy, Leon Kennedy 
Is ready to rock and 
roll at a 

moment’s notice. 


The Story 


Resident Evil 2 picks up just after the action of the originai 
Resident Evil ends. The members of the S.T.A.R.S. team have 
discovered secret bio-genetic experiments being performed 
outside of Raccoon City. Soon the citizens of this once peacefui 
town start to notice the spread of what seems to be a minor 
skin disorder throughout the town. By the time the citizens 
realize exactly how serious the situation is, it’s too late. As the 
town begins to erupt with a swarm of zombies, our two heroes 
— Leon Scott Kennedy and Elza Walker — find themselves 
holed up in the Police Station, facing what seem to be impossi- 
ble odds. Welcome to Resident Evil 2! 



1-4 Once again, those fine folks over at Capcom have gone the extra mile to givo all of 
the settings In Resident Evil 2 Just tho right touch of dark, moody atmosphera. It’s 
almost like watching a really good horror movie! 


They’re not 
necessarily bad 
dogs... maybe 
they’re just 
misunderstood. 

Yeah, right... 



1 Here’s more evidence that shows the police are Just lying down on the Job In Raccoon CItyl 2 Just as In the first game, a zombie’s not really done until you’ve sealed Its 
undead fate with a bullet to the brain. 3 The rumor Is that this office complex was modeled after UGP’s old offices. 4 Everyone can use a helping hand or two... 


http: //wuui.ultragp.com 
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The game that redefines the word ‘twisted* 


svsteh: PuyStation 

puB-Isher: Sony 

developer: Sony Music EwERTAiNnENi' 

RELEASE date: HaRCH 



hen a game is in deveiopment 
for over three years, there are 
a number of possibie out- 


comes, the most encouraging of which 
is a totai masterpiece from head to toe, 
with ground breaking efforts in every 
area. Kowloon’s Gate 
from Sony Music 
Entertainment 
(makers of 
KUeak: The Blood 
and Epidemic) is 
by some stan- 
dards a 
monumental 
achievement and 
therefore could 
possibly be on its 
way to this out- 
come. Never 
before have we 
seen such beauti- 
fully realized computer graphics 
created in such a 
confident style as 
those the 
city of 

Another masterful 

feat is the music, which | 

sets the dark and V 

moody tone of the entire \ A' 

game with its bold cine- 

matic orchestration. What’s vjH 

still a mystery, however, is the 

gameplay. Already in question 

by many because of its pre-ren- 

dered, point and click style of play, 

Kowloon’s Gate is meant to be a chal- 


1 BIzatra diaiacters '' 
fill the walled city 

of Kowloon. 

2 The real Ume graph- 
ics In the dungeon 
give the game a sense 
of variety. 

3 The story line Is 
revealed through both 
text and voice acting. 


Dark and moody 
pro-rendered 
graphics are the 
rule In Sony's 
Kowloon’s Gala 


lenging game of the 
mind, not a fast-paced 
action game and will 
probably only appeal to a 
select audience. 

W Set in a futuristic, cyber 
^ punk, Asian Gothic, post-apoca- 
lyptic (take your choice) walled city 
called Kowloon, the game takes the 
player on a thoroughly twisted ride, 
filled with characters similar to that of 
a Clive Barker movie. The equally 
bizarre storyline explores the ancient 
Chinese philosophy of Feng Shui (the 
art of creating a harmonious environ- 
ment through the analysis of energy 
flows) while introducing the player to a 
host of spirits, both good and evil. 
Through both text and voice acting, the 
game’s sinister plot is revealed and the 
player is forced to explore its ruined 
landscapes. Though most of the explo- 
ration is ‘track-based’ and 
pre-rendered, there is also a part of the 
game which Is real time 3D, played 
from a first person perspective. 


Through the 
use of 
colored fog, 
the player 
can 
detect the 
presence of 
the spirits. 


1 The Aslan Gothic style defines the look 
of the game. 

2 Some characters are helpful, while 
others are bitter and distrustful. 


1 Beckoning the spirits 
is a risky proposition, 
but sometimes you have 
no choice. 
2 A mysterious 
scientist who lives the 
life of a hermit. 

3 Plagued by bad 
dreams, she links your 
presence to the hap- 
penings in her dreams. 
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Nintendo ti4 

\ Kart 64 -Nintendo 

1 super Mane 


PlayStation 

1 BroKenHeVw-itonam' 

\coPrnrand8.Conduer-Wa.n 

\ Viacom New Media 

1 Death Drome -Viacom 

[Down in The Dumps 

' -Philips interactive 

i 104 -Fox interactive 

\ KillinpTlme - Acclaim 

\Mechwarrior 2 -Activision 

\Mldnl9htRun-Konam- 
iNanoteK warrior -Virg'n 

[psychic Force -Acclaim 

[BoadRage-itonan'i 
IsignoftheSun-Koei 

1 spider -BMG interactive 

\ Strange Goit-MlnOooaPO 

1 syndicate wars -E'ooT-o-^ 

[Test Drive Offroad -Accola 
UorK Nemesis -Activision 


Ced pools -SegaSoft 
Scorcher - Sega 

soviet StrlKe-Electron-cA^ 

syndicate Wars-Electronic Art 

The Tick -FOX interactive 

ZorkNemesis-Actlvlslon 


PC 

PistaO-ElectfonloArts 
Armor Fist 4-0 

Comanche 3.0-Bectron.c Art 
-Virgin 

. Spectrum Holobyt 

. PlaymatesEnt-lnc- 

NiDk(Wln95 )-P’V 
Rebellion (Win 951 

Test Drive Offroad -Acco'a 


Mortiticator(Wln^ 

- playmates Int- 

Near Death -Atlus software 

a soccer -AmericanTechnos 

Onside Soccer 

Red Asphalt -IntotP'oV 

Shadoan- Ready soft 

soul Edge- Namco-RonreteMn- 

spawn - Sony CE 
Tenka-Psygnosls 

enemies Within 

^".vSclim New Media 

rNerewolf-TheApocalyPse-CaPOo 

30 Baseball- crystal Ovnannos 


‘ Aaron vs. Ruth-Nl'o" 

Grand Siam -97 -Vlrg-'O 
NiVP Baseball -Data East 

a rhe Brain - Konami 
Pinky and the ts 

Shining sword 

- American Laser 

VR Baseball -interplnv 


i Saturn 

[Grand Slam ‘97- Vng'O 

LvP Baseball -Oata East 

LvP Baseball -Oota East 

iTecmo super Bowl-Tecmo 

\Tecmo super Bowi-Teemo in. 

Ur Baseball -interplnv 


i Saturn 

1 Albert Odyssey Gaiden 

■ -vyorklng Designs 


Bubsy 30 -Accolade 

Burn cycle -Pbl'-P«'''-^'=‘’^^^ 

contra; Legacy of war -ffona 

crypt killer-'^'’''®'"' 

Mias software 

Devil Summoner - 

Dream knight -Jaleco 

OokeNukem-GT interactive 

Herd Boiled -Nixon'S Revenge 

' -GTE Entertainment 

,04 -FOX interactive 

Lunar; TSS Director's cut 

-iNorklng Designs , 

«nn - BMG interactive! 
Mass Oestruchon 


Nintendo tiH 

‘BodyHarvest-R>b'«"'‘° 

Cu-On-Pa-T&E 

HFA ‘97 -Electronic Arts 

GoldenEye- Nintendo 

Kirby'S Air Bide 


Broken Helix -konami 

CastlevanlaBloodllnes-Keb-"’ 

Die Hard Arcade -Sega 

‘ Jeopardy -Cametek 

Mechwarrlor 2 -Activision 

ProiectOverkill-konami 

Shadoan -Ready soft 

Ten Pin Alley -ASC 

‘ VRPool-lnterplaV 

‘werewolf-TheApocalyPse-CaPoo 

Wheel of Fortune -Cametek 


^^HSiam‘97(Win95)-'''^9in 

Grand Slam a 
1 - segaSoft 


PlayStation 

' ArkofTime-koei 

Armed -interplav 

‘ Bedlam -GT interactive 

,,^,evanlaBloodlines-Konam 

City Lost Child- Sony CE 

Fatal Fury- Sony CE 

,D4- FOX interactive 


* - LucasArts 

1 Kiev - Schwerpunkt 

IstartlMl"**™'”'”® 
I - interplay 

|vRGolfONin9S)-'b^«^'”^’' 


[Nintendo ti4 

] Blast corp.- Nintendo 
I Tetrisphere- Nintendo 
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MOgERSAHD SHAKERS 


Chat live with all five editors of 
Imagine Game Network's videogame 
websites. All your videogame ques- 
tions will be answered. 


Talk live with Activision: developers of 
Zork Nemesis and Mechwarrior II on 
the Palace in this two hour Q&A forum 
hosted by 


^ TEH DEMO DAY 
Next Getw/aNm Online Izmches ten 
brand new playable demos to help 
while away those cold January nights. 


THE BIG QUESTIOH 


Online hosts a 

special poll. Which game impressed 
you most over the holidays? 


EXCLUSIVE MOWE PREMIER 


View the first QuickTime movies of 
Nintendo’s next big game exclusively 

on H64.cm. 


f^cma's editor Doug Perry inter- 
views a top Midway designer in a 
streaming audio feed. Abridged ver- 
sion also available in text. 


■O MOVERS AMD SHAKERS 

In this downloadable audio file 
SaftumWorldmtemem a senior Sega 
executive. 


Vote for the best PlayStation game yet 
created in a special fiSTfloiiw poll. 


DAVE PERRY INTERVIEW 


^ PALACE GHAT 

The editors of MeskT 
(Me discuss the long and short 
term chances for M2 in IQN’s first live 
debate. 


7 inter- 

views Shiny’s Dave Perry in a down- 
loadable audio file and text script. 
QuickTimes of Shiny’s new game also 
exclusively available on the main site. 


http//www. next-generation. com 


http//wi 
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JANUARY EVENTS 


b:DDPM 


3:DDpm 


I:DDpm 


b:DDPM 


blDQPM 


I:DDpm 


b:DDPM 


b:DOPM 


b:OOPM 





U Every day, one of the five sites in 
the Imagine Games Network hosts a 
special event. These include interviews, 
chat forums, downloads and extra fea- 
tures. And they’re all absolutely free. 


fl All you have to do is check the times 
and the dates of the events, and make 
sure you ’re there to enjoy them. You ’ll 
find the urls of all the sites at the bot- 
tom of this page. 


http//:www.imaginegames.com 


[ 

ED 

d:DDpm 

[ 

El 

d;DDpm 

EE 

b:DOPM 

b 

E3 

):DDpm 

b 

E4 

3:DDpm 


■Q SATURN VIEW 

Download up to 25 first view 
QuickTimes of Saturn games due to 
be released in the months ahead 
courtesy of Saturn Wortdi. 


■Q ONLINE BAMIHB DEBATE 

itexf (Mm hosts a spe- 

cial Palace debate with the heads of 
TEN and Dwango. 



% MAMMOTH eOMPEimOW 

Enter Imagine Game Network’s huge | 
competition. Over $1 0,000 worth of 
videogame hardware, software and 
peripherals are up for grabs. 


■O HOW DO YOU FEEL? 

In a detailed N64.com poll, vote on 
your experiences of the Nintendo 64 sc| 
far. Is it better or worse than you 
expected? How about the software? 

Are you excited about the future? 


■o THE SATURN POLL 

Which genre would you like to see 
more of on the Saturn. The results will | 
be forwarded to Sega by Slfiifli 
Hteflt You can make the difference. 


brOQPM 


EB 


I:DOpm 




b:DDPM 


3D 


b:DDPM 



vw.saturnworld.com 


http//www.n64.com 


OH THE PALACE 

Three industry game gurus answer 
your N64 queries in a special Palace 
chat forum hosted by p/' 


to OHUHE INTERVIEW 

Capcom’s US boss Greg Ballard talks 
to Pomr in a streaming audio 
feed. Abridged interview also available 
as text. 


to ™ EXCLUSIVE QUICKTIMES 

Next Gmimwttott Ckitlm previews the 
ten most promising games of the 
months ahead in a QuickTime extrav- 
aganza. 


to * DWAT HIHTENDO 

N04.mm spends a day at Nintendo’s 
Seattle offices and brings you a com- 
prehensive report including text, visu- 
^ als, QuickTimes and audio files. 


PALACE CHAT 

^ All five editors of the Imagine Game 
Network m\\ be live on the Palace to 
, discuss all your queries and points of 
view. 



• POWER 

http//www. psxpower.com 




ark of TAITO CORPORATION. PSYCHIC FOR%E'“ is a trademarlO^ 
All Ig*''!? reserve PlayStation and the logo we trademarks of So% 
Aoolaini is a div^ion and regjtfered trademark of ^claini Enteilainment. 
pinnien:, Inc, All rights reser^d. 


PlayStation 







Uelcome to the most comprehensive reviews section anywhorQ 


guys wouldn’t believe the amount of pain and suffering we go through to pro- 
Y duce this reviews section. First, we’ve gotta get all these games that no one else 
has ever seen. Then, as if that wasn’t bad enough, we’ve gotta sit down and play the 
damn things until our fingers Meed. Finally, we gotta wrfte down what we thought 
of the game In somewhat comprehenslhle English! We gotta tell you; it’s a nightmare! 


But then we think of you gamers out there, and how you depend on us to take the 
pain, so that you’ll know what games are good and what games stink on ice^ and we 
just pick up that heavy burden and continue gaming, ‘cuz that’s the kinda guys we are, 
you know? We do it all for you... 



Area 51 


Ten Pin ABey 


Coot Boarders 


Crime Wave 


NFL ’97 




The Score Box ^ 

We pride ourselves on having the best, most comprehen- 
sive scoring system in the biz. Here’s how the formula works; 


'■21 


■ GRAPHICS How a game looks is only a small 
part of the formula, but an important one. Great 
graphics can pull the player into a world and make the 
experience seem all the more real. Weighted by 4. 

• MU SIC Again, music won't make or break a 
game, but if the soundtrack moves you in an RPG, or 
gets your heart pumping in a fighting game, it adds to 
the overall appeal. Weighted by 2. 

• SOUND EFFECTS Good sound effects can 
actually help you to ‘feel’ the game better. Just imag- 
ine how much less of an impact a heavy punch would 
make if it only made a small “tick’ on contact. 
Weighted by 2. 

• INTERACTION How well does the game 
respond to your commands? How much influence do 
you have over what’s going on? Weighted by 4. 

• BALANCE Is the game childishly easy one level, 
then frustratingly hard the next? Does your opponent 
have an unfair advantage? When you want to save, do 
you have to walk an hour back to the village? 
Weighted by 4. 

• MIP.TH Ever bought a game, fallen in love with it 


Dark Savior 


iw Dragon Force 


Persona 


hour, only to 
two 

A game 
will take a long time to 

finish, and offer plenty of 

reasons to come back for more. 

Weighted by 4. ^ , 

• EXTRAS Did the game’s programmers 

go for that ‘little extra’, tossing in codes, hidden 
items, secret screens, or other added bonuses? 
Weighted by 1. 

• PRESENTAJIOlN Does the game create a 

world that draws you in? Do the intro screens 
and menus reinforce this environment? ^ 

Weighted by 1. 

• I NNOV ATION A game can be ^ 

loads of fun without offering any- 

thing totally new, but the classics 
are always the trendsetters. 

Weighted by 1. H 


rneMmmm. 


Virtua Poo 


Reloaded 


□713 


Rocket Jockey 




Soul Blade 


Psychic 


• RATING The total sum of all 
the categories, divided by 23. 


The ULTRA AWARD 

lilhen a gama makes it through 
our grueling review system and 
still comes out with at least 
a ‘i.Q, it earhs our ULTRA 
I Auard. This is our guarantee 
that you’ll love these games, 
so don’t miss ‘em! 


Rating 


gameplay and endless toil, resulting in the most in-depth (and, uh... complex) rating in the industry. 

10 Extraordinary fl.D-a,') Va-y Good b.O-t.'i Average il.D-il.l Seriously Flawed 
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REVIEW 


FLAYSTATI© 


Can this 3-P filter edge its way to the topf 


U hen It was first released 
in the arcades under the 
name Soul Edge, Soul 
Blade laced some serious competi- 
tion in the form of Tekken 2, Virtue 
Fighter 2, and Killer Instinct 2. It 
was mildly successful at holding 
its own, but was often over- 
looked, due to the simplistic 
looking game play, which 
seemed to lack any sort of 
depth or innovation. Now, with 
an enhanced port to the 
PlayStation and a name 
change, Namco hopes that Soul 
S/ade will be able to compete 
better with the other 3-D fighting 


games currently available. 

A mixture of Tekken 2 
and Toshinden, Soul Blade 
seems to draw the best from 
both games. The well 
designed characters are 
unique and fresh and all 
use bladed weapons for 
combat. What sepa- 
rates this from 
other weapon- 
based games 
like Toshinden is 
the ability of 
the characters 
to actually lose 
their weapon. 

After blocking 
too many 
attacks, the 
weapon is 
destroyed and the 
player is forced to 
fight the remain- 
der of the battle with 
punches and kicks. 
This typically ensures 
a quick defeat, but a 
heavy emphasis on 
blocking can be 
used as a last 
resort. In armed 
combat, evading 
your opponent by 
moving around In 
the 3-D environ- 
ment is a 

necessity, as is parrying their attacks 
with your own. This is where some of 
the hidden depth shines through, as 
mastering the game requires a care- 
ful mixture of defense and offense. 
Control-wise, things are pretty 
straightforward, with two buttons 


dedicated to weapon attacks, one for 
vertical strikes and one for horizontal 
and the other two buttons used for 
kicks and for blocking. 

Based on the Version Two 
arcade upgrade, which added two 
new characters, a couple of new 
backgrounds, and a tweaked combo 
system. Sou/ 5/ade could have easily 
been released without any other fur- 
ther enhancements and still been 
successful. Luckily for fighting fans, 
Namco has stuck with tradition and 
included several useful options to 
ensure a higher replay value. Added 
features include the now standard 
practice mode (which helps you to 
learn and perfect the various special 
moves and combos), team battle, and 
an RPG-style game which lets your 


1 Soul Blade is easily one of file 
best fighting games available for 
file PlayStation. 2 UgM trafis and 
mM-explosians add greatiy to the 
kniiaGt of the fighting. 


character gain new, more powerful 
weapons as you defeat opponents. 
Some weapons are more useful 
against particular enemies, so the 
player must choose wisely in order to 
ensure victory. 

Options aside. Soul Blade has 
translated well to the PlayStation. All 
the characters and special moves are 
present and, except for some minor 
loss in the fluidity of animation, the 
game is virtually arcade perfect. 
Backgrounds, while simplistic, do 
have some nice textures and help 
add to the overall atmosphere of 
the game. 

Gameplay Is surprisingly solid, 
but the control could have been 
refined a little bit better. After exe- 
cuting a move on the controller, there 


1 As hi other Namco games, every character has an energy draintaig, unblocfcable attack. 2 Tvio new characters were added bi the arcade upgrade and are also bictuded for the 
home version. 3 Ob, that’s gotta hrrrt! Pouncing rm telien enmies is a standard practice. 4 Bwtng battle, the sky turns from day into tiigM. 
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combo breaker to end the 
power draining onslaught, 
but In Soul Blade a missed 
attack leaves you wide open 
to your opponent’s sporadic 
combos, which can easily 
drain half your energy. This 
wouldn’t be a problem if the 
combos were harder to exe- 
cute or If the moves could 
be easily dodged. Each 
character does have a side- 
stepping move designed for 
dodging, but that suffers 
from the same delay prob- 
lems and most often ends 
up moving the character 
into an attack Instead of 
away from it. 

Even with its faults. Soul 
Blade Is a solid fighter. It 
does lack some of the tighter 
control and feel of other great 3-D 
fighters such as Virtue Fighter 2, 
but It Is still one of the best fight- 


ing games currently available for the 
PlayStation. Hopefully, Namco will 


1 After blocking too many attacks, the characters lose their weapons. 2 The team attack made allows you to chose your 
host group of characters for battle. 3 RIngouts, while hard to do, are sUII an Important part of the gameplay. 4 The charac- 
ter designs run from the classic to the very bizarre. 


ALTERNATIVES 
Fighting Vipers i.i 
Tekken 2 H. l. 
Star GladS.ators S.a 




INTERACTION 

BALANCE 


EXTRAS 10 

PRESENTATION 10 


1 The practice merle has now become a 
standard feature In fighting games. 

2 Namco has added a pserrdo-RPG 
mode to lengthen gameplay. 

seems to be a little bit of delay 
before it actually happens onscreen. 
This can lead to frustration as the 
delay forces you to plan your attacks 
in advance, instead of simply react- 
ing to a given situation. The combo 
system, as in the Killer Instinct 
series, seems to favor the player 
who randomly hits buttons. In Killer 
Instinct, players can perform a 


1 -4 There are several technlgtres iiewuri maee mat have to be teamed si 
erder ishnly reastei the game. Panyirig on opponent's vteapca edeck by 
fiilting tomarst + btock at me mome lit of hnpacr is a rery issmtait 
aspect at the gameptsy, and enables you to coeatar aimck raore easily. 
Skteshgipmg, whicfi.is done by tapping dowo-mivvn er down-up, helps to 
mail's your character out of OBway oiinconung atmcks. Baft of trtsse 
techniipss are crucial and shoukSheone of ttie Sist things team 
uihor, Bsiag the practice mode. 


The 

backgroiHHls 
are simplistic, but 
still add to the high 
quality of 






learn from Its mistakes and Incorpo- 
rate some major changes In the 
possible sequel. Soul Blade 
should keep fighting fans busy 
for some time, and easily edge 
its way to becoming one of the 
more popular PlayStation 
fighting games. 
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REIVIEILJ 



The first truly great RPG on the Saturnf 


S oon after seeing the initial 
screen shots of Dark Savior, 
it was clear that this game 
was going to be something special. 
Several months later, our suspicions 
have been proven right. Borrowing 
Just the right number of elements 
from the traditional RPG formula to 
keep purists satisfied, Dark Savior 
manages to successfully blend sev- 
eral exciting, new features into the 
gameplay. From the fully accessible 
3D landscapes to the real time fight- 
ing action, the gamer is treated to a 
true interactive experience in a vast 



adventure filled with 
unspeakable evils and 
rewarding puzzles. What 
Dank Sav/or manages to do 
especially well is to allow 
the gamer to truly become 
part of the storyline. While 
the key to making a good 
RPG is rooted in its ability 
to engage the player. Dark 
Savior's carefully crafted 
story keeps the game mov- 
ing and is filled with 
satisfying challenges of the 
mind and sword. Another 
original feature of the 
game comes in the form of 
multiple parallels for the 
storyline, giving the game 
an added depth. 

Probably the most 
striking feature of Dark 
Savior at first glance are 
the 3D graphics. The game 
combines fully polygonal environ- 
ments with sprites, creating a 
reasonably convincing 3D effect. The 
only time the look of the game suffers 
is when the manually controlled 
camera angles reveal the flatness of 
the character sprites. All in all, how- 
ever, the freedom to maneuver 
around the game’s elaborate struc- 
tures is almost absolute. The fact that 
the camera can be shifted around on 
the fly allows the player to take full 
advantage of the landscape. There 


ps tile first 
to truly take 
advantage of 3D, 
Dartt Savior 



are occasional problems stemming 
from the fact that the camera can’t be 
fixed in any position other than the 
default angle, but for the most part, 
this is not an issue. 

What makes Dark Savior Qxaat 
is the seamless integration of classic 
RPG elements such as a rich and 
mystical storyline with an action ori- 
ented gameplay engine. This 
achievement is perhaps best dis- 
played in the fights. Incorporating 
RPG elements, such as hit points. 


with real time fighting and combos, 
the game manages to play around 
with tradition and comes out with 
something extremely original. This is 
not to be mistaken for one of the 
many recent action games with a few 
token RPG elements thrown for extra 
depth. This is an RPG and fans of the 
genre will surely be satisfied with the 
game’s scope in this arena. For those 
more action minded however, this 
may be just the kind of title to bridge 
the gap. 


e 



ALTERNATIVES 
Legsrd Of <^sis a.M 
Beyond The Beyond b.a 
Ulfia 2 a.S 


1 Manual control of the camera allows the player to take advantage of the 3D landscapes. 2 Plenty of action etoments help keep an energetic pace throughout the game. 3 
The fighting style Is more Hke a fighting game than an RPG. 4 The story unfolds through a combination of dialogue and dnematlc scenes. 5 Solving puzzles Is another Mg part 
of the action In Dark Savior. 


THE LINE 


O AUDIO S VIDEO 
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REVIEW 


JL 


1 Look carefully. Yes, her 
hands and her head are 
separated from her body. 

2 The 3D perspective 
changes automatically as 
you knock down your 
opponent 3 There’s nothing 
like two big robots duking It 
out. 4 The leader of the Gy 
DJIn, Master Pain Is one 
mean-looking fighter. 

5 This bad boy likes to 
use his razor-sharp 
claws to dlsmembor 
other fighters. 


i^T|R!^TIVES 

Figging Vlpia's ^.S 
Tobed No. 1 *1.0 


C onsidering the iack of fight- 
ing games on the PC that 
even come ciose to the fast 
action and quick control of console 
brawlers, you can imagine how diffi- 
cult it might be to clearly judge one 
that, even theugh it’s the best thing 
yet for the PC, simply doesn’t stand 
eut among better titles for systems 
like the PlayStation or Saturn. 

However, CyberGladiators is by 
far the best fighting game you could 
possibly buy for your PC. You select 
from one of eight fighters, four of 
which are on the Alliance side (the 
Good Guys) and four on the Gy DJin 
side (the Bad Guys). As far as fighting 
games go, it’s pretty standard stuff 
— you choose your fighter, then go 
through eight battles against the 
computer to reach the coveted honor 
of fighting the ultimate bad guy at the 
end. In two-player mode, you and a 
friend fight it out, one-on-one. 

Luckily, some things about 
CyberGladiators keep it from being 
just like every other fighting game out 


REflUIREriENTS 

e lilindows *15 

O Pentium CPU 

e la riB ran 

e SVGA 

e 1 MB Video RAM 


there. Objects come into play in the 
arena — pikes come out of nowhere 
and hit you, or they’ll stick in the 
ground and you can pick one up and 
throw it at your opponent. Barrels roll 
out from the background, and a well 
placed kick will send it your enemy’s 
way. These touches add flavor to the 
game and keep it from a pure punch- 
fest with nothing to set it apart. 

Far and away the most striking 
feature of the game lies in the visual 
content. The graphics are beautiful, 
and if you have one of those new 3D 
accelerator video cards, you’re in for 
a visual treat. The high resolution 
video is sharp, and the frame rate 
doesn’t suffer, as long as you’ve got a 


decently fast Pentium. Even if you 
don’t have a 3D video card, the fight- 
ers move well. You only lose some of 
the extra smoothing effects. 

Although it may not compare in 
speed, action, and pure play control 
to some of the console systems, 
CyberGladiators has what PC gamers 
most want — splendid visual effects, 
some kick-ass music, and enough 
violence to make buying the game 
worthwhile. Throw in a 3D video card 
and a gamepad controller, and you’ve 
got something special. 
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FOR SEGA SATURN™ AND SONY PLAYSTATION 


Dozens of close-ups and action shots 


Over 40 missions on two CD-ROMs 


The ultimate strategy game 


SEGA SATURN 


PlayStation 


Also available on DOS, Windows'-, Windows ’95 & Macintosh^ CD-ROM. 


Comntond & Conquer is o »radr;mafk of Westv«xxi Studios, Inc. © 19*^5, 1996 Westwood Studios, Inc. Alt r’9hls reserved. Sony PioyStaiioo and j|ie PlayStation logo ore trodemorks of Sony Computer Enfflftainment, lr« 
HKn Saturn ond the Sego Sofurn logo ore IradnAofs fi# Sega Eirferpnses, lid. Windows. ond Windows 95 ore registered trodemarks of Microsoft Corporofion. Aitacintosh is a r^'istertd trademark of Apple Computer. 
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the: line 


A little lic^t on the realism^ but fun just the same 


□70 
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1 Choosing different boards is more than iust an exercise in snowboanlliig fashion. 2 Hoadhig off the side of a cflff Is aH part of the game. Sorry. 3 Face plant — no points 
awarded. 4 The smooth and realistic animation Is unfortunately not present in the clumsy crashes. 
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Yol Check out the way rad 380 action, 
dude! Get some ain 

no other opportunity to race against 
an opponent. 

All in ail, Cool Boarders is a 
can’t lose proposition for action fans 
and snow boarding enthusiasts. The 
mere opportunity to strap on a board 
is reason enough to give this game a 
shot, but add all the great trick oppor- 
tunities and challenging courses and 
this game packs a real punch. There 
are still some undeniable problems 
with occasional draw-in and weird 
physics, but these are quickly over- 
looked once the addictive action gets 
its hooks in you. 

OPATRICK mSiSATTA 

(^ALTERNATIVES ) 

EXti'eme S.FI 
UaveRacG LN t.S 
Jst Moto S.M 
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great chance to feel the rush of 
plowing down the mountain on your 
way to a 50-foot drop off and a 
banked corner tall enough to cause 
nose bleeds. 

Unfortunately, along the way 
Cool Boarders is also likely to treat 
the player to some of the most ridicu- 
lous crash scenarios and anti-physics 
imaginable. Of course, once you get 
past some of the really weird stuff, 
the controls settle down to a pre- 
dictable, but never reliable, format. 

Outside of a few control issues, 
there is really only one way to 

describe Cool Boarders, and 
that’s fun. From the novice 
course to the two hidden 
courses, rushing down the 
mountain and carving 
around curves offers 
exactly the kind of charge 
snowboarding game 
should provide. Add a long 
list of tricks and a variety 
of boards and Cool 
Boarders even begins to 
feel like a well-rounded 
action game. There is one 
serious strike against it, 
however, and that comes 
in the form of no two- 
player mode. While the 
computer does offer a 
‘Ghost’ mode which allows 
you to race against your 
last performance, there is 


■■■■ he idea that 

■ this is only the 
second snow- 
boarding game to grace 
the world of videogames 
seems almost impossible. 
After all, a fast paced, 
dare-devil sport with an 
edgy reputation and tons of intri- 
cacies is the perfect formula for 
32-bit fun. Sony’s Cool Boarders is 
the proof. Complete with all the latest 
tricks, five breakneck courses and a 
host of board choices, Cool Boarders 
offers those curious about the sport a 


GENRE. Strategy e PLAYERS. 1 9 PUBLISHER. UORiaNG Designs 9 DEVELOPER. IiIorkinc Pesisns 9 RATING. KA 9 n.S.R.P. 













revieilj 


EfiiSOofi) BiScl 

LJorking Designs creates the perfect console strategy game 
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U argames just aren’t that 
popular for console sys- 
tems, usually because 
they’re straight PC ports or too damn 
complicated for their own good. 

Dragon Force, on the other 
hand, Is a great example of a strategy 


INTERACTION ^ 


BALANCE 1 


DEPTH M 


game done right. While the 
goals are the same (crush 
your enemies, hear the 
lamentation of their 
women), the game’s 
design is perfectly adapted 
for the Saturn. By paring 
the standard elements to 
their bare essentials, Sega 
and Working Designs have 
created a game both fast 
and addictive. 

All movement In the 
game Is simultaneous, 
which means that all units 
move at the same time. 

Unlike real time games, 
you can stop gameplay to 
give orders to each army. 

This Is extremely conve- 
nient, since the map Is 
much larger than the 
screen, and there are no 
mice or keyboards to help. 

Likewise, the popup menus 
change as you click on castles or 
lands, giving players precise control. 

Dragon Force’s quality really 
shines In the massive battle scenes. 
Each general can control up to 100 
soldiers in fairly advanced tactical 
formations. Learning troop strengths 
and weaknesses is essential, and 
careful planning realistically allows a 
small force to win when outnum- 
bered. When you win. It’s not 
because the Al is stupid. It’s because 
you’ve chosen the right maneuver. 

The only flaw that mars the 
combat system Is your general’s 


1 Lush aninis-styte screens narrate 
malar events In your canquest of 
Legondra. 2 Battles can only be won 
once the conunander Is iMeated, 
which favors commando style raids 
Into enemy territory. 3 Working 
Designs has worked hard to make two 
lines of dialogue capture a character's 
complete personality. 

4 The domestic mode can get tedious, 
but also lets you see your generals as 
more than pawns. 


sprites on 


nrca the perfect 
showcase tor 


Inability to fight. Until the end of a 
battle, generals are stuck In place. 
They can only attack by means of 
special (and spectacular) spells, but 
can take no direct part in fighting. 

It gets ridiculous when there’s 
only one soldier on screen 
and both generals are 
stuck In place for the 
20 seconds It takes 
for the soldier to get 
killed. But this 
doesn’t happen that 
often, once you get 
more experienced. 

Plug the battle 
system into a believ- 
able plot and a real 
sense of progress, and 
Dragon Force moves beyond 
dry strategy into a fantasy epic. 
Events and enemies affect your con- 
quest and, if you don’t treat your 
generals right, some will betray you 
and ally with your enemies. 

Working Designs has worked 
hard to give each of the 1 50+ 
characters a real personality, 


and It won’t be long before you 
immerse yourself in the land 
of Leqendra. 


realthne 
games, 
OF lets 
players give 
Oieocdeis, 
butaH 

characters have to 
move shnuitaneously. 


ALTERNATIVES 

_ ^ adtoden “i.l 

ftonancB Of Tl* Tliree Kinc^iarB 8.2 
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Surprise! Gratuitous violence and gore can be boring 




1 The game envfronment Is now more 
3D than In Loaded^ but the player’s 
movements are still restricted. 2 The 
maze levels are where the gameplay 
and graphics are the tightest 3 The 
camera view can be zoomed In or out, 
but with graphics like these, you 
shouldn’t get too dose. 4 Fwankisa 
playable hidden character In Reloaded. 
5 Each character possesses a super 
weapon to ball you out when the game- 
play becomes too Intense. 


AL TER NA TiyES 

Contra: ^ b.S 

K.e Hard Trilogy 6.S 
Final Boom 


U hen loaded exploded on 
TV screens across the 
nation, it not only out- 
raged parents, but it earned a legion 
of fans who were ready for a more 
mature brand of gaming. 

However, the game's success 
was based more on gore than game- 
play. After all, gameplay primarily 
consisted of blasting your way 
through level after level of monoto- 
nous mazes and not much else. But 
despite its drawbacks, 
few games 


have ever matched the intense fre- 
netic pace of Loaded's gameplay. 

Unfortunately, Reloaded is a 
sequel that has lost more than it has 
gained. The graphics that gave 
Loaded its disturbing, moody 
atmosphere are the most 
immediately notice- 
able omission. 
Overall, the game 
just doesn’t look as 
good as Loaded. It’s 
actually the levels that 
resemble the dungeon-like 
mazes of the first game that look 
the best. Varying terrain has been 


■witling else, 
gameplay Is 
consistent In 
ReLoaded— MM It 


added to give the game a more 30 
environment, but since the cliffs and 
hills can’t really be climbed or tra- 
versed, they merely serve as fancy 
walls. Still, the backgrounds shine 
when compared to the hideously pix- 
elated character animations that 
seem to float rather than move. 

Despite the floaty appearance 
of the main character, control is 
adequate enough for the most part. 
The only real irritation Is that it’s eas- 
ier to move and shoot left and right or 
up and down than diagonally. There 
are Inexcusable amounts of slow- 
down whenever you’re shooting with 
multiple enemies on screen. 

To be fair, ReLoaded 
does feature more puzzle 
solving elements, seven 
expansive levels, and the 
gameplay Is adequate 
enough for a mindless 
shooter. But what has been 
lost in ReLoaded \s the 
sense of claustrophobic 
mayhem that permeated 
the first title. Even buckets 
of blood and guts can’t 
hide the fact the game Just 
isn’t very good. 
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The world’s best, 
unofficial Nintendo 64 
Web site, brought to you 
by the world’s best 
gaming magazine. 


N64.COIVI 


NEWS 


REVIEWS 
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If shooting freaks from outer space is your thing... 


Calternatives^ 

Wrtta 03 |) 2 7 .a r 

Me_Ha^ frii ogy 8.1- 


he concept Is nearly as old 

I as videogames themselves 
and, unfortunately for fans 
of the genre, not much advanced 
since the days of Duck Hunt. Area 51, 
the latest of the bunch, debuted in 
arcades several months ago and 
quickly earned Itself a loyal legion of 
fans. With the game's ‘aliens gone 
mad’ theme and digitized graphics. 
It's exactly the kind of game that tra- 
ditionally does well with non-gamers, 
but surprisingly, a host of hardcore 
gamers seemed to enjoy the game as 
well, which suggests good gameplay. 
Now that the home version (a very 
close match to the arcade, outside of 
a slight degradation in video quality) 
Is available for close scrutiny how- 
ever, there seems to be no obvious 
explanation for the game’s success. 
While Area 51 pushes all the right 
buttons for light gun fans, there is 
very little here to suggest anything 
beyond the minimum requirements. 
There are a few nice hidden nuggets 
like secret rooms and power ups, but 


lems In Area 51 are common to all the 
games In this genre. It can honestly 
be said that this game has done noth- 
ing to thwart the progress of the light 
gun shooter. Unfortunately, It can’t be 
said that this game has done anything 
to progress the cause either. With 
games like Namco’s Time Crisis Intro- 
ducing a foot pedal for better 
movement control and Sega’s Virtue 
Cop 2 Including the luxury of route 
choices. Area 51 simply can’t keep 
up. If you’re still trying to Justify the 
purchase of that light gun you bought, 
feel free to go with Area 51 as an 
acceptable use of the tech- 
nology, but don’t expect too 
much more. 


O PATRICK 
meSATTA 


1 Geez... people from Nevada 
are ugly! 2-3 With its highly 
interactive backgreunds, 
there Is never a good reason 
to stop shooting. 4 A quick 
round at the practice range 
helps to get you In the mood. 
5 Finding all of the secret 
areas helps to keep the 
game Interesting. 


not much beyond that. 

Making an FMV game of any 
sort is a limiting proposition from the 
very start, but It must be said that the 
creators of Area 51 have done a rea- 
sonably nice job In bringing this 
pre-recorded trip through the myste- 
rious Area 51 to life. Including a long 
list of hot spots, such as breakable 
windows, combustible fire extin- 
guishers and barrels filled with highly 
explosive gases, this track based 
shooter Is far from the lackluster ride 
It could be. However, like most light 
gun games, the route through Area 
51 Is firmly set and, after the first few 
times through the game, the effect Is 
similar to that of watching a failed 
episode of the X-Fiies over and over 
again. It Is at these moments when 
the Inclusion of secret rooms do pro- 
vide a slight relief from the monotony 
of seeing the same scenes repeat- 
edly, but not quite enough to make 
you forget about the fact that your 
fate Is predetermined. 

Provided that most of the prob- 


klng just a slight 
hit In video quality, 
Area 5r for the 
Saturn Is a very 
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Ante up to Crjfstal Dynamics’ tastest, 


endorptiin -baseif 3D action game. 

Your team of fellow speed-mongers includes 
Nikki, Fargus and Sid - an acrobatic wizard, 


a slightly twisted jester and bis maniacal puppet-on-a-stick. Slur through unbelievably 


spacious levels ot their deranged 3D kingdom while shape-changing into a fire-blasting dragon 


« or raging rhino. Just sit down and get taken tor a ride, it’s pure rocket fuel. 


"ivF Irffv) Check out our new website at http://www.crystald.com it .. 

Ibis slliciai seal is lear mtma Ibai tins pniSucI Reels \tt Hipliesi qvaiiii sianVams ei Seqa " Rvf qames ai actessines «ilk Ibis sul M It ivit Oat Ikei irt eiipitilie wiH lit Seqa Saivrs ' Sysiet. Stqa ael im Seqa Salvn art iradeMrlis il SiSlI mtlHFRISiS, IIB. PlaiSiabBi is i 
irMefflam ni Stai CeRpeiir tiieriainaHl Ut. Crystal lyiamts. lAe trysial ipiiaBiics laia. raiteviDHiufli iiie PaadenmaiDoi! ttfi a«d lie rtlaltd ^aradirs an irateRarts t( Crifslal liianics. < I93B Crfstal ByaaRics. All rijlils restited. Call l'BOO-7tl-3?72 Itr Saoe laliai liferfialiii. 
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hledge a rocket IpetMeen your legs for the ride of your life! 


P rominently displayed on the 
back of the Rocket Jockey box 
is a line which reads, 
'Networkable across a LAN for up to 
six people, so you can drag your 
friends kicking and screaming behind 
your rocket, one or two at a time.’ 
Inside the box is a little piece of 
paper, which reads, ‘Your Rocket 
Jockey CD doesn’t have LAN connec- 
tion stuff.’ Instead, it tells you to go to 
a web site. On the web, it says, ’The 
LAN patch should be available on 
February 15, 1997.’ Take special 
notice of the word ’should’. 

As far as I’m concerned, pulling a 
stunt like that verges on blasphemy. 


REflUIREriENTS 

9 imndaws 15 


e Pentium ID 


9 riB RAM 


9 5SI1B Harcl-cH.ve space 


9 SVGA 


e Mouse 


Rocket Jockey focuses on 
action — you fly a rocket around 
using cables to swing yourself around 
pylons, pick up objects like balls and 
bombs, and generally try to kill off 
any opposing players. Naturally, this 
game screams ’multi-player’, yet the 
game doesn’t ship with It. 

If you can get past the lack of 
LAN support, this Is a fantastic action 
game. The three different ’contests’. 
Rocket War, Rocket Ball, and Rocket 
Race, add tons of variety to the con- 
cept of riding a rocket, speeding 
along at hundreds of miles an hour. 
The graphics will blow you away, 
especially at the highest resolution. 
However, the Intense graphics cause 
quite a bit of slow down, even on a 
fast Pentium machine. The load times 
are also rather long — you’ll get tired 
of waiting for the next round to begin. 
On the plus side, the music features 
the talents of legendary surf guitarist 
Dick Dale. If you don’t recognize this 
particular style when it starts, you 
need to get out more often. 


Pylons help you 
steer your 
unwIeMy rocket 




The game Is challenging, and 
the computer opponents are tricky. In 
Rocket War, your main Job Is to kill off 
all the other players, but that’s no 
easy task. Rocket Ball Is a bit more 
like soccer — you grab balls (or other 
objects) and hurtle them through 
goals. Rocket Race feels more like a 
slalom, and getting the hang of using 
your cables Just right Is a challenge. 

Overall, Rocket Jockey \s a 
good, fast, fun game. However, If It 
came with multi-player support right 
out of the box. It would have received 
a much higher score. The decision to 
release It unfinished was 
definitely the wrong one on 
the part of SegaSoft. 


Oi 





1 Dragging your opponent 
around Is a peik of the game. 

2 Bombs can do heavy dam- 
age If used cofToctly. 3 Three 
different contests give a lot of 
gameplay varloty to Rocket 
Jockey. 4 When you’re not on 
the bike, you’re a sitting duck. 
5 Things can get pretty 
crowded sometbnes. 


ALTERNATIVES 
liUpeaut 1.5 
Jet Mcto S.M 
Road Rash 7.3 
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We got NEXT 
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Like shooting^ driving and donutsf Here’s your game 


U here can you take on the 
role of a police agent try- 
ing to capture criminals? 
The answer Is Crimewave, a nifty lit- 
tle driving shooter. If you can imagine 
a cross between Spy Hunter ami 
A.P.B., set in a 3D environment, this 
game would be what you get. 

As If criminals were your only 
problem, players must also fend off 
rival cops who are also trying to cash 
In on the captures. After capturing 
the requisite number of criminals and 
earning enough money, the next area 
of the game opens up. 

Your car is Initially equipped 
with basic forward-firing machine 
guns. As you destroy criminals, you 
can take their technology and apply it 
to your car, resulting in mines, mis- 
siles, double missiles and more. 

Some weapons are front firing only, 
while others may be fired from the 
rear of your vehicle. Take care 
though, because the incidental 
destruction of Innocent cars is taken 
out of your pay (D’oh! there goes your 
donut money). 


• S mtKt panaltii 

. y 


'-I ' » 

r-).. 



The environment Is extremely 
detailed, with storefronts, shipyards, 
gas stations, parking garages and a 
host of other buildings. Settings 
range from the casual beach to the 
uptight and extremely difficult down- 
town city areas. All in all, one really 
couldn’t ask for a much better 
designed environment than what you 
are given. 

Navigation through the city Is 
assisted by a map window, but 
because the entire screen rotates. It 
Is somewhat easy to get lost. 

Success within the game relies heav- 
ily on learning the levels well, so that 


Hie game 
snvironiiieiits In 
Crimewave are the 
real stars. 



players can take shortcuts across 
parks or through empty lots to catch 
up with the elusive criminals. A two 
player mode Is also included in the 
form of a split-screen. 

One of the more annoying prob- 
lems with the game was that it was 
developed In England. While we have 
nothing personally against the Brits, 
they do have the annoying habit of 
driving on the wrong side of the road. 
That habit has been translated Into 
the game in such a way that players 
in the U.S. (and nearly everywhere 
else In the world, except England) will 
have trouble staying in the correct 
lane when crossing an Inter- 
section, or even just driving 
down the street. This 
results in frequent crashes, 
which leads to the frustrat- 
ing loss of criminals. 

When Crimewave was 
first shown to us, it struck 
us all that this simple 
shooter could be the 
greatest thing since sliced 
bread. There was so much 
potential, and control was 
spot on. However, with 
faults like the English dri- 
ving style, and frame-rate 
problems, it didn’t quite 
live up to its potential. 


e 



1ar()8t tfastrottad 


& 


1-2 Ttie last villain of each level Is usu- 
ally some big nasty boss-type car. This 
mammoth garbage truck Is a bit tricky 
to destroy. 3 As almost a tribute to 
Twisted Metal, one of the baddies is an 
Ice cream truck. 4 Moving Into a new 
sector Is seamless. A door opens and 
you proceed to the new area without 
any load time. 5 Explosions aren’t 
great, but certainly adequate. 


ALTERNATIVES 
Destrtjcticn Derby E fi.ti 
Motor Toon GP 6.1 
Twisted Metal S &.S 
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REVIEW 


B owling certainly isn’t the 
most exciting sport (if it 
can even be considered a 
sport at all) and, in theory, doesn’t 
translate into much of a videogame. 
However, Ten Pm^/tey proves that 


theory completely wrong. 

Instead, Ten Pin Alley is the 
perfect party game, with 
multi-player capabilities, 
wacky characters, and 
some solid gameplay to 
boot. 

Pen P/n/t/tey isn’t the 
kind of game you’re 
going to spend hours 
alone In the basement 
playing (mainly because 
that would be way too 
sad), but It Is definitely 
the kind of game you 
enjoy each time you pull 
it out. There are a total of 
twelve polygonal charac- 
ters to choose from, each 
with their own unique 
personalities, skills, and 
animations. The 
characters range from 
schoolgirl to fat man to the 
typical bowling hussy. Their skills 
have a great deal of variation as 
well. Even though the characters 
are Interesting, the best part of Ten 
Pin Alley is the actual pin and ball 
physics that are so realistic, they 
are even affected by the oil condi- 
tions on the lane. You get to choose 
the kind of spin, release point, and 
target all on the fly. The first couple 
rounds results in numerous gutter 
balls, but once you get the controls 
down, it’s a battle to try getting that 
high score. 


1 What bowling game would be com- 
plete without the bowling hussy, 
complete with beehive haiido and tight 
toreador pants? 

2 There’s nothing idee a gutter bail to 
drive a man straight to the bar. 

3 The diffetent characters add a great 
deal of personality to the game. Here, 
the little girl, who rolls the ball with 
two hands, does a header Onsert 
canned laugh h«e). 

4 The career statistics keep ymi 
playing to try improving your average. 


The Incredible physics and total con- 
trol make Ten Pin the penultimate 
bowling experience, but what 
establishes It as a good, deep 
game are the three play 
styles and career statis- 
tics. You can play 
exhibition matches with 
up to six computer or 
human players, plus 
there are pro and ama- 
teur tournaments, not to 
mention team play. 

Another great feature is the 
career statistics that track the 
lifetime average of up to six 
human players. 

Ten Pin Alley Is the best bowl- 
ing game ever made — unfortunately. 
It’s still a bowling game and there’s 
the flaw. As well as Ten Pin Alley is 
done, if you have no interest in bowl- 
ing, then the game will quickly 
become boring and tedious. Ten Pin 
Alley doesn’t redefine any new stan- 
dards in gaming, but it is fun. 


The 


power, 
spin, and 
release meters are a bit 
tricky at first, but work very effec- 
threiy when you get used to them. 


I ALJER I WIVES 
Uhab MtemativSf 
It's a boi4ir)g gane, OKf 
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You don’t need to be a psychic to know this game isn’t destined for greatness 


espite the dominance of a 
■ V few excellent games, there 
Is always an Influx of new 
titles jostling for a piece of the pie In 
the fighting game genre. It’s a won- 
der that a title like Psychic Force ever 
gets released In the U.S. Not that the 
title Is outright bad, mind you. It’s just 
that the title Is so very average In 
what It offers. 

An Initial Inspection of Psychic 
Force provokes some Interest. After 
all, this Is the first fighting game that 
has the combatants floating within a 
transparent cube as they attack each 


other with powerful psychic-fueled 
attacks. Despite being a little blocky 
and lacking In the resolution depart- 
ment, the polygonal graphics are 
acceptable and don’t Interfere with 
the gameplay. The control, though 
simplistic. Is smooth and functional. 
The Al Is also above average, with the 
computer opponents actually provid- 
ing a challenge even when set on 
easy mode (at least to beginners). 
Overall, the gameplay relies too heav- 
ily on Its psychic attacks with hardly 
any emphasis on hand to hand com- 
bat. Think Street Fighter mVt\ the 


players throwing fireball after fireball 
at each other and you’ll get the Idea. 

What relegates Psychic Force to 
the lower spectrum of the fighting 
genre Isn’t Its gameplay, but rather a 
number of small elements that dimin- 
ish the quality of the title. Things like 
an Intro sequence song still sung In 
the original Japanese and a story 
mode with English subtitles Instead of 
voice-overs (the Japanese voice- 
overs are still In the game) indicate 
that little care seems to have been 
taken In the preparation of this title 
for its U.S. release. 

There are two major 
items that keep it from 
being anything but unin- 
spired. First, the game may 
look like a 3D game, but 
the fighters can never 
actually venture out of the 
plane of battle. You can 
never move In and out of 
the screen. Second, the 
control Is actually too sim- 
plistic. Only the 
directlonal-pad and three 
of the controller’s buttons 
are utilized. The Virtue 
Fighter series does utilize a 
similar control set-up, but 
the results far outshine the 
likes of Psychic Force. 


1 The arena may appear 3D, but the 
fighters are on a single plane and can 
never actually venture Into the fore- 
ground or the background. 2 The dash Is 
an Integral move that allows to player to 
set up an attack or avoid one. 


ALTERNATIVES 
Sts' Glactatcr &,Q 
S Blood S.*! 
NortM KoBibat THlogy 7.7 


1 Control Is simplistic, but ttie game Is fast-paced and offers entertaining attacks. 2 Eight characters Is a little on the lean side In this day and age. 3 The Story Mode Is text 
based and actually doesn’t offer much of a story. 4 The graphics In the game are on the blocky side, but the animation Is adequately smooth. 
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Apparently^ URA really stands for Ugly^ Repetitive^ and Awful 
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While this game 
looks better than 
Toshltttleo Remix, 
K sUII has a long 


1 1fea M bMlvaads iMk onaHsllir 
Md mVif Mflki IIm QMM look miL 

2 PwlMV* VM Mutest OhVtQlV MiMt 
aonan oser made, hal II doe* nafee tiM 
gadia look ballw onoa yan alart tdayhi^ 

3 Jual Mb la liaafeMin 2lor Vw 
PlaySMIoNi yoB oan ROW allaok ohofw^ 
IWB aa Iba gnand. 4 Iha oeanMea 

giM, addoh la In Mb aaad of aeaa Hwni 

5 lha feanapannolaa and MwQ •HmI* 

alfhalMdlniinalwanl dona wad Rial 
on flw SahniL Ralaashig llda gama Inal 
mkM Htf SflliBii look Mtaftofa 

average fighting game. 

With ail of the competition in 
the 3D fighting arena, a pooriy 
designed, choppy, and basicaiiy 
ugiy game iike Toshinden URA 
shouidn’t even be aiiowed on 
the same system that piays 
host to ciassics iike Fighting 
Vipers and VF2. 


ALTERNATIVES 
Fi^Tting Vipers T.H 
Star Gladiator &.D 
Tobal No. 1 1.D 


R eieased with the iaunch of 
the PiayStation, Battie Arena 
Toshinden showcased the 
graphic prowess of the system. Since 
then, Sega has attempted to put the 
same game on the Saturn and 
both times it has failed — 
completely and miserably. 

The first, and 
most noticeable, 
problem with 
Toshinden URA is 
the low resolution 
and choppy animation 
that leaves the game 
looking like a muddied 
version of the PlayStation 
original. The characters 
all look great in still 
frames, but once they 
start moving, it’s all 
downhill. The anima- 
tion is even choppier 
than Toshinden 2 
(which was plenty 
choppy), and the back- 
grounds in URA are 


just plain pitiful. As a matter of fact, 
the backgrounds in URA could be the 
worst I’ve seen in a 3D fighter. All 
they are is 2D maps, and not particu- 
larly interesting ones, either. What’s 
even worse than the backgrounds 
and animation are the sound effects. 
The screeching character voices are 
grating and the sound effects are 
completely off. 

So far I’ve only managed to crit- 
icize the graphics and 
audio aspects of URA, 
but these are far from the only 
problems. Once you take away 
the glitz and polish of Toshinden, 
you are left with what can only be 
described as a poorly designed fight- 
ing game. Anytime you can beat the 
entire game on the hardest difficulty 
by mashing on one button with your 
eyes closed, there is something very 
wrong and, in Toshinden URA, I did 
exactly that. This leaves the one- 
player game as an absolute waste of 
time. The two-player game is still 
playable, but is nothing more than an 
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ALTERNATIVES 

ftifewi.IlQt'' BwBrt”b.a 
Suikoden H.D 
Lufia II fi.i. 


1 Explmliig Uie enormous 3D 
map is extremely slow going. 

2 Hie hip young ciiaracteis 
help to lake this game out of 
the middle ages. 3 It’s the 
battle screens that show off 
the game’s good looking 
special effects. 4 The story- 
line, though contemporary In 
setting, sDII allews for a hit of 
fantasy. 5 The first person 
levels are typically hland 
and cumhersome. 


All the right elements are there^ but do they ever come togetherf 


ach of the established gam- 

E lng genres continue to 

mature In the next genera- 
tion arena, but the RPG seems 
conspicuously without a solid model. 
The most obvious snag stems from 
fhe desire to Incorporate 3D technol- 
ogy into the mix. Persona Revelations 
Is a good example of what happens 
when a technology such as this Is 
forced into where it doesn’t necessar- 
ily belong. Certainly, there are no 
steadfast rules that suggest 3D Is not 
welcome in the RPG genre, but any 
fan can tell you that RPGs are about 
getting at the story in the most direct 
fashion possible and that the graphics 
are secondary. Unfortunately, in an 
effort to bring the game up to today’s 
visual standards, Persona Revelations 
strays from this all important formula 
and, in the process, dampens its own 
potential impact. 

Set in a contemporary urban 
environment, Persona Revelations 
deserves credit for breaking free from 
the traditional ‘regal’ stature of most 


RPGs and offering the gamer a 
chance to play as familiar character 
types. This approach is not without its 
dilemmas, however. While the game 
manages to blend fantasy elements 
pretty well into the story, there are 
times at which it becomes more diffi- 
cuit to swallow such aspects because 
of the setting. The game also has the 
potential of dating itself with its 
’youth of today’ attitude, but for now, 
it’s more refreshing than anything. 

The problems In Persona 
Revelations anse when the game 
begins shifting back and forth 
between first-person exploration, 
overhead traveling on a huge 3D map 
and the extremely awkward sprite 
movement when inside a room. Since 
the game is constantly changing for- 
mat, it’s tough to ever get a good feel 
for the focus. This quickly becomes 
distracting. A final Issue is the frus- 
trating number of fights you are 
forced to endure. The fighting engine 
can be enjoyable with the many 
spells and high powered weapons at 


your disposal, but there is simply too 
much of it. In the end, the fighting 
does more to get in the way of the 
storyline than it ever does to enhance 
it. It must be said that the battles do 
showcase the game’s very best 
graphics, but after the first few 
rounds, this fact provides precious lit- 
tle consolation as compared to the 
frustration level of being caught in yet 
another fight. Finally, Persona 
Revelations Is not without merit, but 
it’s too busy stumbling over itself to 
be great. 


□BE ULTFUL GAME PLA YERS 
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The only cure for Bug Too's sad gameplay may be Raid 


U hen the Saturn was 

unveiled to eager U.S. cus- 
tomers in May of ‘95, only 
a small number of titles were avail- 
able. One of those 
games was Bug!. It was 
f a mediocre title with a 
platforming theme and, 
though It wasn’t anything 
new or ground-breaking. 

Its attractive 





.>• ■/ ^ 


price and pseudo-3D game- 
play did provide some 
entertainment value for 
early adopters of the 
Saturn system. Now, a year 
and a half later, Sega is 
hoping that fans of the 
original will come back 
for more. 

The phrase that best 
describes Bug Too! Is ‘Bug 
goes to Hollywood’. 

Looking worse than an Ed 
Wood flick, Bug and his 
buddies are now trapped In 
a movie world and must 
work their way out. Along 
with regular old Bug, play- 
ers can now choose from 
two other characters — a 
slug-llke character, and a 
female character who 
looks like Bug with broccoli 
on his head. The problem 
with these new characters is 
that they have no significant differ- 
ences. The player’s choice of 
character has little Influence on the 
gameplay experience. 

Game graphics are slightly 
; improved from the original Bug!, but 
can still be characterized as bland, 

; uninspired, and repetitive. Then 
there’s the maximum pixellzatlon that 
occurs whenever Bug runs forward. 
Too bad the Saturn has no built in 
anti-aliasing. More disturbing Is the 
fact that the game’s control matches 


In Bog Tool, bad 
gameplay, 
unoriginal ideas 
and horrible 
characters are 
part iri Uie norm. 



the sub-standard quality of the graph- 
ics. Bug responds okay, but his 
imprecise jumping control often leads 
the player to being smashed by pillars 
or falling off a platform. Non-linear 
paths, forks In the road, and huge 
platforms do enhance the gaming 
experience, yet this new freedom, 
coupled with Bug’s quirky control, 
detracts from the gameplay. This is 
due to the player’s Inability to discern 
depth perception while playing the 
game. The player will often enough 



tH 10 



Crash Bancdcoot d.B 


1 The cast of characters consists of a slug, a bug, and a bug with broGcoH on her head. 2 Then’s nothhig as appeaHng to the eye as pixellzation. Lucky tor us. Bag Tool Is full 
of It 3 If there’s one tMng Bug hkes to do besides coMect crystals. It’s Mnp on things — soinids like fun. 4 The way the camen changes perspectives is Interesting, but It can 
be disconcerting at tbnes. 
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find himself Jumping for floating orbs 
and missing them, falling from a 
platform, or even falling through 
some platforms due to shoddy 
collision detection. 

In the end, Bug Too!’S only 
redeeming quality may be that it puts 
an end to the agony by preventing any 
future sequels. Bug.' was never a 
greatgame and this new sequel 
shows just how bad things can get 
when more emphasis Is placed on a 
character than game design. 
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At Ultra Game Players, 'customer service' isn't just a line, 
it's a philosophy. 

SUflSCRIPTIOn inQUIRIEB 

If you have a change of address, invoice or renewal questions, 
or haven't received Ultra Game Players by the first day of 
the issue month, please contact us immediately! 

Write: Ultra Game Players 

Customer Service Department 
150 North Hill Drive 
Brisbane, CA 94005 
Call: (415)468-4869 

e-mail: subscribe @ imagine-inc.com 

(type ‘Ultra Game Players' in the subject line) 
fax: (415)656-2486 

For written inquiries, please include your full name and 
address. For change of address, please include both 
addresses. Please allow 4-6 weeks for changes to your 
subscription record. 

UJEB SITE 

Ultra Game Players Online is a unique Internet experience 
that provides you updated industry news, every workirig day. 
It's an essential bookmark for those who are serious about 
gaming and the environment surrounding it. 

http://www.ultragp.com 


BRCK ISSUES 

The price per copy for back issues within the U.S. is $5.95, 
which includes postage. For Canadian and Foreign orders 
send $8.50 in U.S. funds, which includes airmail delivery. All 
orders must be prepaid in U.S. funds and sent to the following 
address: 

write: Ultra Game Players 

Attn: Back Issues 
150 North Hill Drive 
Brisbane, CA 94005 

Credit Card Orders: 

call: (415) 468-4869, M-F, 9 a.m. - 5:30 p.m. PST 

e-mail: subscribe @ imagine-inc.com 

(type 'Ultra Game Players' in the subject line) 
fax: (415)656-2486 

REBTinB SUBSCRIBER nfllBES 

Ultra Game Players occasionally rents our subscriber list 
to other companies that offer products of interest to our 
readers. If you would like your name removed from this list, 
please let us know. 


ULTRA 



BACK i 


an emember way back when we were just plain 
IW old Game Players?\Ne\\, you can relive those 
glory days by ordering our back Issues. You wouldn’t 
believe some of the crazy stuff we used to get away 


with! Ahhh, youth. Anyways, If you’re Interested, just 
send us $5.95 per Issue (check or money order, US 
funds only, please) to Game Players Back Issues, 150 
North Hill Drive, Brisbane, CA 94005. Just think about 
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the outrageous cash you’ll be able to get for a com- 
plete collection of old-style Game Players magazines 
In only a short couple of years — you could retire and 
just play videogames all day! 
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STILL PLAYING 




■■■ he ULTHA Game Players sports game of the year is still the most 

■ played game In the office. The combination of Impeccable control, 
excellent graphics, and exciting gameplay have made WWS97 one of 
the true classic sports games. 

It’s been almost half a year since we first started playing WWS97, yet 
nearly every day we are tempted by the soccer delights. Myself, Patrick, and 
Roger are the main culprits, often Ignoring deadline pressures just to get in 
one more game. Our round robin tournament has proved futile since I beat up 
on Patrick, Patrick beats up on Roger, and Roger barely beats me. But no mat- 
ter who Is winning this game, it is a Joy to play and has us all looking forward 
to Worldwide Soccer ‘98. 




B elieve me, Gameday '97 is the ultimate football game. 
Once you start to come to grips with the advanced 
moves, there is a whole new strategy that opens up. 
The most innovative and useful advanced move is the total con- 
trol passing, which allows you to pinpoint where you’re 
throwing the ball. By using this advanced technique and recog- 
nizing coverages, you can effectively pick apart a defense. 

This is by no means a full strategy, but it is an effective 
way to utilize the total control passing and one of the only ways 
to beat the computer opponent on a hard difficulty level. Both 
successful pass plays shown in this strategy are the same 
exact play (Run and Shoot — Fly), but with the total control 
passing you can do so many variations with each play. 


The best sports videogame coverage anywhere^ 

from gamers who actually play real sports 


K _ hile the rest of the videogame 
MaJ industry tends to slow down after 
the Christmas season, the sports 
games just keep coming. Basketball, football, 
and hockey games are starting to funnel in, 
and on deck are the next round of baseball 
games. This month, I finally get to put NFL 
Gameday ‘97 to the test and it passes with 
flying colors, easily becoming the best foot- 
ball game of the year. On the other end of the 
gridiron spectrum is Sega’s NFL ‘97, which is 
one of the worst football games I’ve seen in 


quite a while. I also get a chance to put the 
first (and only) N64 sports game to the test, 
which turns out to be more ‘game’ than sport. 
All this sporting goodness and I’m still trying 
to urge my Vikings into the playoffs. 

Odds are the Vikings won’t make it, 
but I can guarantee that the Gameday 
Lombardi Trophy will have a nice home in 
Minneapolis (I’ll cheat if I have to). Either 
way. I’m already enjoying a season of 
Gameday ‘97 and, as I come to grips with the 
awesome new Total Control Passing, I’m get- 


ting more and more enjoyment out of this 
game. Next issue I’ll take a look at Shootout 
‘97, Grand Slam Baseball, and a host of other 
sports titles. Until then, you’ll find me in the 
parking lot of Imagine Publishing, playing 
hoops and perfecting that once deadly fade- 
away jumper. 

o Mike Salmon 

Mike_Salmon@qm.imagin0-inc.com 


ULTRA PLAYBOOK 


The key to choosing the right receiver in Gameday ‘97 is to read the 
defense at the tine of scrimmage. Here you can see that the D is 
playing man-to-man. 


The amazing graphics showcase what Is one of the best playing sports games of all 
time, which might explain why we miss so many deadlines... 


In tills play, you can tell the 0 is playing zone. 
Notice how the receivers aren’t marked directly 
across the line. 

Once you learn to recognize the defense at the 
line, it enables you to change your patterns with 
the total control passing and bum the D. Against 
man-to-man, try overthrowing your receiver and 
make a one-handed catch. 

If it’s zone, then stop your receiver and tire under 
the coverage. 
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3 y the time you get this issue, 
NBA Shootout ‘97 shouid be 
on the store sheives, com- 
plete and ready for your play. 
However, the version I got an oppor- 
tunity to play wasn’t yet complete. 
What I can tell you Is that NBA 
Shootout ‘97 is already a huge 
Improvement over last year’s dismal 


effort. Key areas that have been 
upgraded are the collision detection, 
speed, stats, graphics, and overall 
play. This year there Is complete stat- 
tracklng and a much faster engine 
that promises a much crisper basket- 
ball game. 

While it Is looking much better 
than last year. It Is still unlikely It can 


measure up to NBA In The Zone 2. By 
next Issue, I’ll be able to give a com- 
plete review of NBA Shootout ‘97. 

Until then, let’s see If the Bulls can 
win 73 this year. 

Latrell SpreweH was used for the 
motlffii-caiJturs and It shows up In 
sonw vary smooth motions. 


1 Last year, overyhody hanked their 
shots In SfioMiut This tbna, that 
problem has heen fixed. Also, balls 
wHI bounce around on tbe rtm and go 
In occasionally, which Is rare In 
videa basketball games. 

2-3 The high-flying, smooth moving 
dunks are back, and this year they 
look even better. UxA at ScotOe get- 
thi’ up and bringing It home. 


PUBLISHER. INTERPUY 


DEVELOPER. IivrEBPLAv 

REVIELJ 


Release Date. Nok AvAiLAaE 
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best pool simulation ever. It even 
came with a guarantee that If playing 
Virtual Poo/ didn’t improve your real 


game, you’d get your money back. 

The PlayStation incarnation of 
this classic billiards game Is almost 



1 The scimtlfically correct angles are sflil the basis for ttls game. 2 If you've got Om skill to knock home a two-rail shot mi the 
eight baH, flien IMuaf ftiof ghrss you the straight stick. 3 VMia/mof really helps you understand how English wmks. 
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Identical to Its PC predecessor. The 
only real difference Is that most 
PlayStation gamers don’t have a 
mouse, which Is the best way to play 
this game. Every angle, bounce, and 
collision Is completely accurate, 
which Is why playing Virtual Poo! 
really will help your pool game. The 
only problem with Virtual Pool 'is that 
It Is a little slow and graphically It’s 
pretty ugly. Interplay really should 
have reworked the graphics and 
speeded up play for the console, but 
even as a slow and ugly pool game. It 
Is hands down the best one available. 
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PLAYSTATION 


1 The smooth graphics are back, but 
this time, the players have the numbers 
on the Jerseys as well. 

2 Advanced techniques, like the jump- 
ing over the pile, add a whole new slew 
of moves and strategy. 

3 Those who choose to Just pass will 
have a tough time with this game. 


this year that rarely results In an 
interception. It isn’t a perfect way to 
play defense, but no other game has 
come up with a better system yet. 
Gameday ‘97 is a hard-hitting, fast- 
paced football game with more 
moves, options, and playability than 
anything out there. This is a game 
every football fan must have. 
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The best football game ever made gets even better! 


■■1 he eriginal Gameday is still 

■ one of the best selling 

PlayStation games. It was the 
coming out party for Sony Interactive 
Studios, which has now surpassed 
EA as THE premier sports developers. 
With Gameday ‘97, Sony proved that 
last year wasn’t a fluke by making 
the best grid-iron game to date. Quite 
simply, no other game can touch NFL 
Gameday ‘97 — it’s by far the best 
football game ever made. 

The graphics are similar to last 
year’s with a few exceptions. The 
players now have numbers on their 
jerseys and all of the NFL stadiums 
are accurately represented. The 
sound samples of bone-crunching 


tackles are awesome and really 
make each hit feel like a freighf train. 
Also, this year the stat-tracking is 
much more in-depth and accurate. 
However, these additions are all 
expected in a sports sequel. What 
Gameday ‘97 does to separate itself 
from the pack is to add advanced 
moves and tighten up the gameplay 
and Al so that it is clearly the best 
football game available. 

At first, the advanced moves 
make the control seem a little com- 
plex, but as you play more and more 
of tbe game, it allows you to uncover 
the proper uses for all the moves. 

The most innovative of all the 
advanced moves is the Total Control 


Passing, which allows you to change 
a receiver’s route in the middle of a 
play. By holding down the L2 button 
while you’re passing, you can over- 
throw, underthrow, or have your 
receiver cut left or right. This Is the 
most control any football game has 
ever given and It Is the best passing 
system ever created. 

The other area where Gameday 
'97 really outshines games like 
Madden ‘97 is in the computer Al. In 
Madden there are several ‘money’ 
plays that always work against a 
human or computer opponent. Not In 
Gameday — sure, every player will 
still have their favorite plays, but a 
human opponent can stop any play 
that they know is coming and the 
computer, even at the easiest diffi- 
culty setting, won’t let you run the 
same play over and over again. 

But Gameday still Isn’t quite 
perfect. The best way to play defense 
Is still to hit the receiver as soon as 
he catches the ball to Jar it loose, but 


1-2 The total control passing allows the player to read and react to defenses, and do things like throw it under the coverage. 3 Knocking down receivers at the line of 
scrimmage Isn't very realistic, but It adds a great deal of control and depth of play. 4 Gang tackling Just doesn’t get any better than this! 
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DEVELOPER. Gametek 


Release Date. Nou Available 
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Looking for a Quality football gamf This ain’t it... 


been able to release. Was It worth 
the wait? In a nutshell, hell no! 
Gamers looking for evidence that 
Sega has forgotten that sports 
games are what made the Genesis 
such a success need look no 
further. Not only did it take two 
years to put out a dismal football 
game, but Sega didn’t even make 
this game. Instead, it purchased 
the game from sports newcomer 
Gametek, who also sold the same 
game to KonamI for the PlayStation 
(which, by the way, looks 
much better). 

The stadium graphics and 
the play editor In NFL ‘97 axe the 
lone bright spots In an otherwise 
forgettabie game. The player 
graphics can’t even compare to 
Madden on the Genesis. The pass- 
ing game is atrocious. When you 
go to pass the ball, an arc appears 
showing you (not to mention the 
defense) exactly where the pass Is 
going to go, then you take control of 
the receiver and try to get to the ball. 
One small problem — often the loca- 
tion of the ball Is off-screen, so you 
have to guess which way to run. If 
the passing arc was used so that you 
could pinpoint your passes. It would 
be forgivable, but It doesn’t. The only 
purpose of the arc Is to let the 
defense know exactly where you’re 
passing and to clutter up the already 
ugly screen. 

The lifeless graphics and Ill- 
conceived passing arc are just two 


reasons why this is the worst football 
game of the year. Other elements, 
like poor control. Just add to the 
already unpleasant experience. The 
only question remaining Is what hap- 
pened to the people at Sega 
responsible for good football games, 
like NFL ‘95? My condolences to 
Saturn owners the world over. Maybe 
next year Sega can make a decent 
football game. My suggestion is to let 
the Japanese team that did WWS’97 
and WSB’97 give it a shot — after all, 
they couldn’t do any worse. 

The one feature In NFL '97 that 
should be In every football game Is 


the quarterback rating Included In 
the stats. It’s one of the most com- 
mon ways to recognize the best 
quarterbacks and has never been 
included in the stat package of any 
football game previously. So at least 
Sega has somewhere to start for next 
year — throw out the entire game 
with the exception of the stat engine. 

If Sega could’ve put out an 
exceptional football game It could’ve 
easily turned the sports tide In favor 
of the Saturn. Instead, Sony, behind 
the strength of NFL Gameday '97 and 
a full collection of other sports titles, 
is still the best place for sports. 


■■■ he Saturn has been out for 

■ over two years and this Is the 
first football game that the 
once proud Sega Sports label has 


1 Hie best part of this Sony game Is that 
the stats Include a quarterback 
rating, something every football game 
should have. 

2 The play editor Is another feature that 
Is exclusive to NFL ‘97. 

3 Better get used to this loading screen... 





1 -2 Here Is the aforementioned annoying arc. Now the defense knows exactly where the ball is going. Talk about reading the quarterback’s eyes. 3-4 The running game 
often results in what is known around here as the ‘comedy run’, where you can run In circles unUI all the defenders fall over, then race down the Held for a score. 
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■■■ here are many questions 

■ surrounding the N64, and 
one of the biggest is whether 
there will be any worthwhile sports 


games on the system. As of right 
now, there haven’t been many 
games period, and Gretzky 64 
(actually called The NHL and 
NHLPA present Wayne Gretzky’s 
Hockey, but I decided Gretzky 64 
made more sense) is the first 
glimpse of what’s possible on the 
N64 system. 

The graphics are smooth and 
almost nearly perfect, and the 
game isn’t even pushing the 
hardware to the max. Collision 
detection is nearly perfect and the 
players’ movements on the ice are 
smooth and realistic. Pucks and 
players bounce off objects like they 
really do on the ice. Overall, the 
motion capture conversion from 
Wayne Gretzky’s actual 
movements were successfully 
translated into polygonal models, 
and completed with style. So 
basically, Gretzky 64 is an incredible 
game to look at and as a fast-paced 
arcade game, Gretzky 64 plays fast, 
smooth, and it is enjoyable. However, 
real hockey fans will note several 
problems with the game. The first 
problem is that there is no way to tell 
which player is which, so you can’t 
set up a centering pass to Yzerman 
without guessing. And perhaps what 
is even more of a concern is that it 
doesn’t really matter if it’s Yzerman 
or some goon who is taking the shot 
— it still has the same probability of 
going in the net, which brings me to 
my final concern with Gretzky 64: 


ntle graphic* in 
enbkySAm 
ucaptlonal and 
taally show ofl 
thspawaroftha 
mighty IK4. 


the goalies are Just plain stupid. Even 
Patrick Roy flails in the wrong direc- 
tion, letting in shots that wouldn’t get 
past most Pee Wee league goalies. 

These concerns are all with the 
simulation mode of the game, but the 
two-on-two arcade is undeniabiy fun 
and one of the better multi-player 
games around. The fast-paced, 
high-scoring, NBA Jam-type play is 
done great, giving players one of the 
more enjoyable N64 games available. 

Who knows what the future 
will bring in the way of sports games 
for the Nintendo 64? 


Gretzky 64 is Just the tip of the ice- 
berg on the N64, and it shows that if 
anybody really tries to make sports 
games on the system, there are 
incredible possibilities. Unfortunately, 
sports has never really been a prior- 
ity at Nintendo, but what sports 
games the N64 plays host to should 
all be phenomenal looking and wiil 
feature fast, arcade-style play. I 
would still tell all sports fans to stay 
away from the N64, but if you’ve 
already bought the system, Gretzky 
64 is as close to a sports game as 
you’re going to get for a long time. 


look *1110001 and saHd. 

2 Urn two-on-two mulUptayer game I* 
flw best way to «i|ay tMs game. 

3 TlMre Is an opOon tor n»a-on-flve 
sbmilailon nwds and, wMla It Imrirs 
great, it still Is way short of other hockey 
games, Hke NHL «2and Face Off W. 


1 The puck trmdr Is actually a vary aftocthre way to keep track of the puck, which moves at some top speed*. 2 Even the best net-mlnders are campieteiy mindless In tt 
game. 3 The players’ numbers on the Jersey are a nice touch, tort In the Imat of acfton, ft Is Impossible to tell which playsr Is which and that's a big flaw. 4 The goalie’s 
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^■ey, we realize that even though we 
have to show up for each ahd 
every issue, some of you out there don’t 
feel the same way. We know that some 


I months are tough, and that 

you don't always have the 
extra cash to shell out for 
the latest issue of ULTRA 
GP. Don’t fretl These pages fill you in 
on all of the games you missed. Just 
don’t worry about us, slaving away 
each and every month. It’s OK. 


When a game is really 
good, we give it our 
ULTRA Award. We 
don’t hand these 
things out to just 
any game — it’s 
got to get past the 
most grueling 
review system in the 


biz and still come through 
with at least a 9.0 rat- 
ing. That ain’t easy! 
Recent ULTRA Award 
winners are shown 
below In a special 
red bar with black 
text. Don’t miss out on 
these gamesll! 




1 PLAYSTAHOH • issue «f93 B A ^ 

1 Ratina=V M J) 

/fr\ ANDRETTI RACING 

SAKU RAKU 

PLAYSTATION • issue #90 

1 Ratings: 

(8.5)) 

/r\ REYOND TNI 

m fl TnTTHTir^llruin tWT /'a m S\ 

^Ra8m.A9.5)) 

E BEYOND 

1 •'“VSTAHOH • issue #89 

1 RaUng= 

RLAST CHAMRER 

(6.8)) 

^ BOGEY DEAI 

PLAYSTATION • issue #92 / « AG 

1 Ra«nu=C6.4 J) 

1 6 

■r?; /?tN BURSY 3D 

PLAYSTATION ‘Issue #87 A S^ 

1 Ratina= V " •• j) 

0 PUYSTATHMI • fesue #92 r m ■ ^ 

\ Zdn ,- XO*tJJ 

BUGS BUNNY: DOUBLE TROUBLE 

1 GENESIS ‘Issue #87 

1 

BUST A MODE 2 

(3.0)) 


flif 




WM 


Ratfng= 


CakC: BED ALERT 


I PC»lssiie#92 

I Hatlng= 

CONTRA: LEGACY OF WAR 




PLAYSTAHOH * issue #93 

I Rating: 


(XSl 


COSMIC RACE 


Q 


PLAYSTATiON • issue #88 

I Hating: 


CRASH BANDICOOT 


PUYSTAT10N • Issue #89 

I Rating: 


ca^ 


SPOTLiCHT on 


Q 


CRUISIN' USA 


G> 


O 



1 Ratings 

, DAYTONA USA 

■ > 

, DECATNLETE 

1 SATURN • Issue #93 ^ 

1 Ratings: 

(7.4; 

1 SATURN • issue #89 / A ja ^ 

1 Ratlna= V w**# > 

, DIE HARD TRILOGY 

1 PUYSTATHIH • Issue #89 ^ 

1 Ratlng= 

, FADE TO BLACK 

(8.5; 

^ FINAL DOOW 

1 PLAYSTATWN • issue #88 ^ 

1 RaOnus V " 

1 

1 FIRE FIGHT 

1 PC ‘ issue #90 , 

1 Ratings 

(8.1 ; 

, GOLDEN AXI 

PG«issue#89 ^ 

1 Ratings 

:: THE DUEL 

(7.6; 

1 SATURN • issue #87 ^ 

1 Rating= 

1 GUN GRIFFON 

(6.3; 


1 SATURN • issaie #87 A A^ 

1 RaUnus V O* 

, HORNED OWL 

1 

, JET MOTO 

1 PLAYSTATHIN . Issue #89 ^ 

1 RaUngs 

C6.4; 


1 PLAYSTATION • ism #93 / A JR ^ 

1 RaUnns V Oo*# > 

, JUMPING FLASH 2 

, KILLER INS1 

1 PLAYSTATION • Issue #88 A A 

1 Rattnus V ! •« > 

riNCT GOLD 

, KING'S FIEL 

NINTENDO 64 ‘ issue #93 ^ 

1 Ratings 

D II 

(7.9; 

LEGEND OF 1 

PLAYSTATMN ‘ issue #93 ^ 

1 RaUngs 

OASIS 

(7.3; 


1 SATURN • issue #88 A A 

1 RaUnus V 0*"§ > 

, MACHINEHEAD 

I SATURN • issue #92 ^ 

1 Ratings 

, MORTAL KOMBAT TRILOGY 

(6.8; 


NINTENDO 64 • issue #92 ^ 

1 Ratings 

(7.7; 
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THIS monTH- S TOP PICKS 


1 

Soul Blade 

PS 

Ratinq: 

a.b 

2 

Cvber Gladiators 

PC 

Ratinq: 

a.b 

3 

]>ragon Force 

ss 

Rating: 

a.s 

A. 

Dark Savior 

ss 

Rating: 

a.o 1 


< J • 




5 Rocket Jockey 


Rating: 7. T 


SMrf miitoisorts 
really slurp gamal^i 




MECHWABBIOR 2: MERCENARIES 


PC • lssiie#93 


Ratings 






PITBALL 


PUYSTATHm • Issue #92 

I Rating: 


ceX)^ 


PUZZLE FICHTER 


PtATSTAYKHP^Irae #92 

I Bating: 




RIDGE RACER BEUOLUTION 


PLAYSTATION • Issue #89 

I Rating: 


csni 


ROAD RASH 


SATURN 'Issue #88 


Rating: 


(TO) 


SCREAMERS 2 


PC • Issue #92 


Rating: 


(TO)) 


SHADOWS OF THE EMPIRE 


NINTENDO 64 • Issue #93 

1 Rating: 


a 


CmJ) 


SONIC 3D BLAST 


SATURN • issue #93 


Rating: 


(TO)) 


SPOT GOES TO HOLLYWOOD 


PLAYSTATWH • Issue #90 

I Rating: 


(TO) 



SPOTLiCHT on 



TEKKEN 2 


PLAYSTATHNi • tosos #88 

I RiHng 




^ THREE DIRTY DWARVES 


SATURN • Issue #90 


nj RaUng; 


(TO)) 


TEBMIHATOB: SKYHET 



PLAYSTATION • Issue #93 

Rating:: ' 


VIRTUA COP 2 


SATURN 'Issue #93 


RaUng: 


(TO) 



WIPEOUT 


WIPEOUT XL 


WITGHHAVEH 2 



PC' Issue #89 


Rating: 


(ED) 
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Sqq anything you likef Don’t uorry., it’s on us! 


U elcome, gamer! You have just entered the ULTRA GP GameShop. Here you’!! find many exquisite items 
that we've coiiected from ait over the worid, from the top gaming districts of Japan, to our own Silicon 
Vaiiey. We 're here to offer toyai UL TRA Game Ptayers readers the chance to win loads of cool prizes each and 
every month. We seek out the hard to find coiiectibles, the stuff that the average gamer can 't get his hands on. 
We aiso offer many ways to win, so that everyone has a real chance to get in on the action! 


HOU TO EHTEi?... 



Gamer Hats 


(H points/S winners) 

' videogame hat . 


It wouldn’t be fair to let just anyone enter our con- 
tests. We reserve the privilege solely for real 
hard-core gamers, and we weed out the casual play- 
ers who just want to clog up our mall bin with extra 
entries. So, to prove that you really deserve the cool 
stuff listed on the next few pages, we’re going to have 
to put you to the test. We’ve racked our brains to 
come up with 15 videogame-reiated trivia 
questionSi ones that only serious gamers will 
know the answers to. Each correctly answered ques- 
tion will earn you one point, for a maximum of 1 5 
points for 1 5 correct answers. You can spend your 
points anyway you like — you can divide them up 
between multiple contests or blow them all on one 
big prize. The number of points needed to enter a 
contest is listed next to the prize name. To enter a 
contest (or contests), write down the contest num- 
ber(s) on a post card, along with the trivia 
answers to prove you’ve earned enough points (list 
the question number first, then the answer), and 
don’t forget to also answer OUT tie4ireaker 


question, which win be used In the event of 
a tie. 

Send the post card to: 

ULTRA GP GameShop / February 
150 NorOt Hill Drive 
Brisbane, CA 94005. 

All entries must be received by March 10, 1996. 

Winners will be notified by mail. Get to it! 




Cover 
your 
head In 

style with one of 
these cool 
videogame-branded 
hats — not available In stores! 


Mystery Games 

(d points/S winners) 

• PlayStation game • Saturn game 


Ahhh, the good ol’ Mystery Games. Sign up for one of these 
babies and there’s no telling urtiat you might get, but rest assured, 
we’re not just sending out crap here — we’ve got a pretty sizeable collection of 
honest-to-goodnes$ PlayStation and Saturn hits Just waiting to be won. Still no N64 
games yet, but we’ll be adding those soon. Remember to specify PlayStation or Saturn! 


I II 


FEBRUARY CONTEST 
dSUESTZONS 




Keeping In theme with our spectacular NBA Hangtime coln-op giveaway, this 
month’s tie-bteaker question Is all about hoops. Here’s the situation: Mike, 
Chris, and Frank (the ULTRA GP web Editor) are a bucket behind the NEXT 
Generation team in the office parking lot Bill’s about to come kick all our 
butts for playing when we should be working, so we’ve only got Ume for one 
last shot — who gets the rock In his hands for fhe clutch basket and why? 
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cool 

cool 

watch! 


Now THIS Is a 
package! A cool 
T-shirt, and a 
Swiss Anny 
If you’re a fan 
series, or If you 
good fashion, you’ve GOT to 
enter this one! Urn, then again, 
If you don’t, we all get to keep 
the watches... Uh, no rush 
everybody — take your time! 


Soviet Strike Pack 

(b points/3 winners) 

• SS PlayStation Game • SS Swiss Aimy Watch • SS T-Shirt 


Giant ]>I>S Poster 

(2 points/M winners) 


> ‘Bad Gill’ DesInictlonDertiy 2 poster 


UClil Everlast Pack 

(4 points/4 winners) 


Get pumped with 
this testosterone- 
packed 

of WCW goodies 
courtesy of THQ 
Its new WCW game! 
The bag Is great for 
heading to the Gym, 
and the hat and shirt 
are perfect for an 
evening out on the 
town, or simply 
relaxing at home. 


WCW 


WCW 


Shirt 


Hat 


Everlast 


Gym 


Some people go ga-ga over this Destruction Deity 2 
’tough chick’ poster ~ some find It rather revolting. 
Either way, H’s sure to become a great conversation 
piece hanging In your living room! 


S PC Mystery Games 

(2 point s/S winners) 


• TWO PC Games 


Up until now, 
you’ve only been 
able to win con- 
sole-based 
videogames — 
well, not anymore! 
This month we’re 
offering not one, 
but TWO cool PC 
games to five lucky 
winners. We’ve got 
some real hum- 
dingers here, 
ranging from simu- 
lations to adventure 
to arcade action. 
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TALK. 


Only one 
Web site 
gives you 
the whole 
Sega Saturn 
story. 

From the publishers of 

NEXT 

Part of the Imagine Games Network. 



http://www.saturnworld.com 


•y 




fl3A HAO^TifilE "ARCADE (ilACHiflE 



® NBA HangtimG 
Coin-Op 

(IS points/l udnner) 

Hey, who loves you more than we do? Every 
single month we give away a perfectly good, 
brand-spankin’ new arcade game, without 
asking for anything in return. We're not talking 
about old, dusty crap arcade games, either — 
this month we've lined up Midway’s NBA 
Hangtime! I know, I know — we just gave 
away a basketball coin-op last month. Quit yer 
damn winin’. It’s a free arcade machine! You 
can play It all day and all night, and never have 
to spend another quarter. You can even invite 
the rest of the neighborhood over to play, at a 
special discounted price, of course. Hey, If 
you’re REALLY lucky, you can win three 
or four of these things from us and 
open up your own arcade. Hey, you 
never know — it could happen! 
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CQur^e, 


Hoi Umenakaji 


Move Key 

P. Punch 

K Nek 

G. Guard 

E Escape 


RBI KEYS - 
press and hold in 
the specified 
direction 


Taka-Hrashi 


SPECUU. MOVES 

Tsuppari PPPPPP 

Morote-tsuppari OO P P P 

Kachiage O, P+K 

Morote-tsuki OO P 

Mage-harite P+K 

Hijate O+P 

Zangeki OO P 

Mageryu OOP 

Oni-goroshi O+P 

Oni-kachiage O+P+K 

TaliakikomI O+P+K 

Kanetsuki O+P 

Hyochu-wari O+P+K 

Taru-kudaki O, O+P 

Higuma-zume OO, O+P 

Hajiate-tataki O P P 

Maruta-hiza O+K 

Siko-geri O+K 

Tsuyu-harai O+P+K 

THROWS 

Abise-taoshi 

Uwate-nage 

Tsuri-otoshi (Back Throw) 

Yotsumi 

Sotokake O+P+G 

Kubinage O+P+G 

Izori O, O+P+G 

Tsukami-nage O+P+K+G 

Yagura-nage (After Yotsumi) P+G 

Sotomuso (After Yotsumi) O+P+G 


^1 SPBML MOVES 


Km Fii 7 akiira 

.00, P+K 

Josei-ryusensho 

.00, P+K 

Nirentotsu-ochu 

•PPP 

{T Musoha 

•O+P 

Koromo-geri 

.OOP 

Sodeshinken 

■O+P 

Hoo-shu 

.0, P+K 

Hicho 

.O+P 

Tsumuji-zakura 

.O+P, P 

Kumo-geri 

.O+K, K 

Nirentotsu-kugikyaku 

.PPK 

Raijinha 

.O+K 

Kusarigama 

.KK 

Rentotsu-kodachi 

.PPPK 

Kusanagi 

.O+K+G 

Rentotsu-kusanagi 

.P P P, O+K 

Tekime-toshin (On Fallen Opponent) 

.OP 

THROWS 


Koate 

.P+G 

Sugi-taoshi (Back Throw) 

.P+G 

Rokudan-obitori 

.O+P+G 

Engetsuha 

.O+P+G 

Aiki-nage 

.0, O+P+G 

REVBISALS 


(Facing Forward) 


Haoboro (High) 

.O+P 

Tenshin-myushin (High) 

.O+P+K 

Ryuno-agito (Mid) 

.O+P+K 

Senryu (Low) 

.O+P+K 

(Facing Backwards) 


Ura-senryu (High) 

.O+P+K 

Ura-kotegaeshi (High) 

.O+P+K 


DOWN ATTACK 

Eda-kudaki (On Falien Opponent) O+P+G 


ma ULTRA GAME PUX YERS 
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Kage-Maru 

SPECIAL MOVES 

Sokudan O+P 

Rakusenjin O+P+K 

Gen-yo O+K+G 

Hagaryu O, O+K+G 

Tsumuji-geri O+K+G 

Suisha-geri O+K+G 

Senpu-geri O+K 

Rasen O+P 

Ura-suisha O+K+G 

Ganzanha O+P 

Hagakure-senjin O+P+K 


Engetsu-geri O+K+G 

Rasen-urageri O+P, K 

Sandan-rasen-urageri P P, O+P, K 

THROWS 

Haura-gasumi P+G 

Kage-gasumi OO, P+G 

Katana-gasumi O+P+G 

Koen-raku O+P+G 

Jungyaku-jizai O+P+G 

Fushin-randageki O+P+G 

Izuna-otoshi (After Koen-raku) . .O+P+G 


REVERSALS 

Kote-gaeshi (High) 


•O+P+K 


Lion Rafale 

SPECIAL MOVES 

Soji-senpu O, P+K 

Mabanshu O, P+E 

Taizan-sokoshu O, P+K 

Senshippo OO P 

Jucho-sensho O+P+K 

Tosentai O+K, K+G 

Katotai O+K, K 

Koshu-teitetsu O+K 

Tenshin-ryoinkyaku OO, K+G 

Senkyutai O+K 

Toho-haisosyu O+P+K 


€ 


Shahosha-sosui O+P+E 

Toho-sosui O+P+K 

Shicchi-sotai O+K+G 

Kosotai O+K+G 

Senten-kukyaku O+K 

Banchu-renkanshu O+P, P 

Shippo O+P 

Shosensho (Crouching) O+P 

Rensentai KK 

Fujin-rentankyaku OO K K 

Tenshin-toro-renkyaku O+P, P K 

Sinho-toro-soshu OO P 


Rensuishu P P, O+P 

Rakusenshu O+P 

THROWS 

Saishu-hoko OOP+G 

Hato-shushutai P+G 

Tenshin-sokoshu OOOOO 

P+G 

Shichisei-tenbunchu O+P+G 

Haika-senten O+P+G 

Tozan-honshakyaku (crouch) . . .O+P+G 


9 i 



Jeffry Me Wild 

SPECIAL MOVES 

Stomach crush OO, P+K 

Elbow stamp O+P 

Dash elbow upper . . . .OO P P 

Elbow hammer O P O P 

Kenka kick OO K 

Heel kick OO K 

Toe kick O+K 

Hell dunk hammer O+P+K 

Rising hammer OO P P 

Kenka combo P P O+P 

Kenka hook OO P 


€ 


Triple upper O+P, P P 

Tornado hammer OO P 

Knee hammer O+K, P 

Middle hell stamp O+P+K 

Kenka upper OOP 

Toe kick hammer KKP 

Docking low O+K+G 

THROWS 

Back breaker P+G 

Power slam O+P+G 

Splash mountain OO P+G 


Body lift O+P+G 

Power bomb (Opponent crouch) .O, P+K+G 

Machine gun knee lift (DC) OO, P+K+G 

Iron claw (DC) O+P+K+G 

Front back breaker OOO, P+G 

Toe kick splash mountain OOO, P+G 

Triple head butt OO, P+G, 

O+P+G, 

O+P+G 

Machine gun hammer OO, P+G 

Spanish buster O+P+G 




Shun-DI 

SPECIAL MOVES 

Rensai-gakushu OO P P P 

Oso-geki O+P 

Chowan-ryoken OOO P 

r Tenshin-sochusho O+P+K 

Haito-rensenkyaku O+G+K 

Zenso-sotai (After Drinking) . . . .O+P+K 
Renkan-zensen-sotai (After Drinking) 

O+P+K, K K 

Senpu-sotai O+K+G 

Renshu-kaishu KKP 

Sinho-suikoshu OO P 


Suisenshu 

P+K 

Toshu-richu 

O+P+G 

Kasenko 

O+P, P P K 

Kanshori (Back Throw) . . . 

P+G 

Tenshin-suishuko (From Handstand) 

Tenshin-soko 

O+P+G 


P+K 



Renchi-chogeki 

K K 

DODGES 


Shasoku-renkyaku 

O+K+E 

Tentoritsu 

OOOOO 

Nehan-senkyaku (Laying Down) .K 

Zabantetsu 

OO 

Renshu-haikasho 

K K, O+P 

Gyoinshu 

O+P+K+G 

Rasen-suichu (Fallen Opponent) O+P 

Oshin 

OOOOO 



Chubushin 

O+P+K 

THROWS 




Suiho-tenshinchu 

P+G 
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Lau Chan 


Y SPECIAL MOVES 

Shajo-sho 

Junho-chusho . . . 

/ Syaka-sho 

^ Senpu-ga 

Soken-senputai 

Renkan-tenshinkyaku 

Taito-risenkyaku 

Kokyaku-haiten 

Kuko-kyaku 

Toku-kosenkyaku 

Renkan-tenshin-sokyaku . . 


.O+P 

■O+K 

ooooo 

K+G 

.000 P 

■O+P+K 
.00, K+G 
•O+K, K 
■K, K 


THROWS 

Tenshin-hainsho 
Ryushu-kato . . . 
Ryusya-senten . 
Raishin-nyurin . . 
Daichi-toshu . . . 


Toku-shasho 

Rekka-kosenkyaku 

Koryu-tenshinkyaku 


.00 P+G 
.00 P+G 
■O+P+G 
.O+P+G 
.00 P+G 


Enshisho 

Soko-reppa 

Enjin-senpukyaku . 
Tenshin-risenkyaku 
Renshu-senpuga . . 
Rensen-sokyaku . . 
Hien-tenshinsho . . 
Hien-senpukyaku . 


O+K 

■O+K+G 

, 0 +K 

.P P P, O+K 


Sarah Bryant 


W SPECIAL MOVES 

r Snap back knuckle 

r Double kick 

Tornado kick 

Double spin kick 

Illusion kick 

Step around kick 

Dash knee 

Spin kick 

Side hook kick 


■O+P, K 
■P, P, P, K 
■P, P, P, O+K 
.O+K+G 
.O+K+G 
.K, K 

.O+P, O+P 
.O+K 
.O+K+G 
.O+P+K, K 
.O+K+G 
. 0 ( 0 ) K 
.O+P, O+K 


.O+K+G 
.O+K, K 


Double joint butt 

Combo rising knee . . . 
Combo somersault kick 

Leg sheer 

Round kick 

Double thrust kick 

Elbow edge 

Dragon cannon 

Spin edge kick 

Toe kick jack knife . . . 

Spin heel sword 

Full spin dive 

Elbow heel sword 


Low spin kick . 
Double low kick 


.O+P 
.O+K 
.O+K+G 
.0, O+K, K 
.O+K, K 
.O+K+G 
.00 K 
.K+G 
.O+K+G 
.O+K 
.0, O+K 
.O+K, K 


DODGES 

Moonsault 


THROWS 

Neck breaker drop . . 
Lightning knee smash 


.00 P+G 
.O+P+G 


Somersault kick 


Jacky Bryant 


MOVES 

Double spin knuckle 

Beat knuckle 

Spinning kick 


.O+K 
.O+P 
.O+K+G 
•O+P+K 
•O+P, O+K 
.K+G, O+K+G 
.O+P, P, 

O+P 

.O+P, P P P 
.P, P, O+P, K 
.O+P, P, K 
.K, P, K 


Beat and knuckle spin 

Spin heel sword 

Double middle kick 

Double punch knee kick 

Double low kick 

Combo knuckle low spin kick 


.P+K, P, K 
.O+K+G 
.O+K, K 
.P, P, O+K 
.O+K, K 
•O+P, P, 
O+K 
•K, O+K 
•K, P, O+K 


Somersault kick 

Slant back knuckle 

Leg sheer 

Slant low spin kick 

Spinning iow spin kick 

Spinning kick low spin kick 
Lightning straight 


.O+P, P 

.P+K 

•K+G 

•O+P+K, K 
KKK 
•O+P, K 
•O+P, K 
.P, P, O+P, K 
.00 K 
O+K 
.00, K+G 


Lightning kick 


Spinning arm kick 

Elbow spin kick 

Combo elbow spin kick 
Dash hammer kick . . . 

Side hook kick 

Middle spin kick 


Combo low spin kick . . . 
Combo knuckle low spin 


Lightning hook 

Combo back knuckle spin 
Elbow knuckle spin kick . 
Combo knuckle spin kick 


THROWS 

Knee Strike 


Waif Hawkfield 


SPECIAL MOVES 

Level back chop P+K 

Shoulder attack OO P 

Reverse sledgehammer .OO P 
lying kneel kick OO K- 


O+P+G 

, 0 +P+G 

OOOOO 

P+G 

.00, P+G 


Tomahawk chop 
Dragon fish blow 
Short shoulder . 


Frankensteiner , 

Catch 

Wrist lock throw 




Neck cut kick 

K+G 

German suplex 

..P+G 

Power bomb (During catch) . 

. . .P+G 

Saw butt 

O+K+G 

Steiner’s screwdriver 

. .00, P+G 

Change (During catch) 

. . .O+P+G 

Front roll kick 

00, K+G 

Giant swing 

OOOOO 



Drop kick 

O+K 

P+G 


REVERSALS 


Low drop 

00 K 

Body slam 

. .O+P+G 

Captured Parry (High) 

. . .O+P+K 

Lariat 

O+P+K 

Tiger driver (Opponent crouch) 

. .O+P+K+G 

Dragon screw Parry (Mid) . . . 

. . .O+P+K 

Double high kick 

KK 

Double arm suplex (DC) 

. .O+P+K+G 



Tomahawk flash 

O+P+K 

Side suplex (DC) 

. .O+P+K+G 
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Pai Chan 


Rkira Yuki 


SPECIAL MOVES 

Rikensui 

Senchuken 

/ Rensen-risenkyaku 

' Senpu-ga 

Renkan-kotankyaku . . . . 

Hien-rekkyaku 

Renkan-haitenkyaku . . . 
Renkan-tenshin-sokyaku 
Renkan-haitenkyaku . . . 
Raigekishou 


■ SPECIAL MOVES 

I Hachi-monkaida P, P 

I RImon-chochu OG 

r Yakuho-chochu OC 

Yoho O, ( 

Moko-kohazan O, ( 

Byakko-soshoda OC 

Doppo-choshitsu K+G 

Migitankyaku O, ( 

Renkantai O, ( 

Tetsuzanko OC 

Kaiko 0+1 

Sokutai 0+1 

Gekiho-honko 0+1 

Chozan-hosui OC 

Soka-hosui 0+1 

Joho-shosho OC 

Maho-shoko O, < 

Dakai P+K 

Hougekiunshinsoukoshou (After Dakai) 


.O+P 

.O+P 

.O+K, Reiease O, K 
■K+G 

•P, P, P, O+K 
•O+K, K 
.P, P, P,0+K 
.P, P, P,0+K 
■P, P, P, K 
P, P, P 
•P, P, K 
■P, P 
.O+K 
■OO+P 
■O+K+G 
.O+K+G 
■OO+P, K 
.O+K+G 
.O+P 
.OO+P 
.O+P, P, O+P 
.K, K 
.O+K+G 
.O+K, K 
.O+P 


Souken-senputai 


Renshou 

Haitenkyaku . 
Ensei-kosouha 
Rensenshu . . 


Enjin-renpukyaku 


Hien-dantai 

Enburenkyaku 

Jouho-chusho 

Ensei-kosoha 

Soka-rensuisho 

Koen-haikyaku 

Honshin-sokyaku 

Rensen-sokyaku 

Soukashou (On faiien opponent) 


.O, O+P+K, O+P 

.O+K+G 

.O+P 

.OO, P+K+E 
.O+P 


Ryusosiki 

Maho-chochu (After Ryusosiki) 

Tenzanko 

Soka-ho (On faiien opponent) . 


THROWS 

Sin’iha 

Yoshi-senrin . . 
Daiten-hosui . . 
Sinpo-riko . . . . 
Junho-honko . 
Daisekkou . . . 
Shishi-hogetsu 


THROWS 

Toshin-insho . 
Senpu-enjin . 
Tenchi-toraku 
Seien-kato . . 


.OO, P+G 
.OO, P+G 
.OO, P+G 
.O+P+G 
.OO, P+G 
P+G 

.O+P+G 


O+P+G 


Hien-honko 


Kuretsu-tenho OO+P+G 

Shunen-kato P+G 

Raiin-nyurin O+P+G 

Enfu-rinsho (On crouching opponent) O+P+K+G 


REVERSALS 

Gaimon-chochu (High) 
Tan-yokucho (High) . . 

Haiho-richu (Mid) 

Honshin-tanda (Low) . 
Sohakushu (Low) . . . . 


.O+P+K 

O+P+K 

O+P+K 

O+P+K 

O+P+K 


REVERSALS 

Ensen-hairyu (High) . 
Kakyaku-senten (Mid) 


.O+P+K 

.O+P+K 
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Rear Attack . 
Rear Freeze . 
Rear Napalm 
Shield 


Amazonia . . 
New York . . 
Antarctica . 
Holland . . . . 
Hong Kong . 
Dark Tooth . 

MR. GRIMM 
Moscow . . . 

Paris 

Amazonia . . 
New York . . 
Antarctica . 

Holland 

Hong Kong . 
Dark Tooth 

MR. SLAM 
Moscow . . . 

Paris 

Amazonia . . 
New York . . 
Antarctica . 
Holland . . . . 
Honk Kong . 
Dark Tooth . 


Left, Right, Down 
Left, Right, Down, Left, Right, Up 
Left, Right, Down, Right, Left, Up 
Up, Up, Right 


Triangie, Space, Space, Space, X, Circle 
Triangle, Triangle, X, Triangle, X, X 
Triangle, X, Triangle, Circle, X, Square 
Triangle, Square, Square, X, Square, Space 
Circle, Triangle, Circle, Square, Square, Triangle 
Circle, Circle, Circle, Space, Triangle, X 


Triangle, Triangle, X, X, Circle, Space 
Circle, X, Triangle, Circle, Triangle, X 
X, Circle, Circle, Triangle, Triangle, Triangle 
Triangle, Space, Space, Circle, X, Circle 
Circle, Triangle, X, Triangle, X, Space 
X, X, Triangle, Space, Circle, X 
Space, X, Circle, Triangle, Square, Square 
Space, Square, Triangle, Circle, Circle, Triangle 


X, X, Triangle, Square, X, Space 
X, Space, Space, Circle, X, Square 
Circle, Triangle, Square, Space, Square, X 
Triangle, X, Circle, Square, Space, Circle 
Triangle, Space, Triangle, Circle, Triangle, Triangle 
Space, Circle, Space, Space, Circle, Space 
Square, Space, Space, Triangle, Space, Triangle 
Square, Space, Square, Triangle, Circle, X 


Random Car Select 

Press and hold R1 at the vehicle selection screen 
to randomly choose your ride. Press X while the 
vehicles are being stalled through to select a 
random car. 


RU Le^el Cades 

Enter these codes at the password screen and press START to access 
the precise level indicated for a particular character. 


AXEL 

Moscow X, Triangle, X, X, Space, Space 

Paris Circle, Triangle, Square, Space, Triangle, Space 

Amazonia Triangle, Triangle, Square, Circle, Circle, Space 

New York Space, Triangle, Square, Square, X, Space 

Antarctica X, X, Triangle, Square, Triangle, Circle 

Holland Circle, X, Circle, Triangle, Circle, Circle 

Hong Kong Triangle, X, Circle, X, X, Circle 

Dark Tooth Triangie, Square, Triangle, Square, Space, Square 


GRASSHOPPER 


Moscow Triangle, X, Circle, Space, Space, Space 

Paris X, Triangle, Circle, Square, Square, Circle 

Amazonia Space, X, Circle, Circle, Triangle, Circle 

New York Circle, Triangle, X, Circle, Space, Square 

Antarctica X, Square, Square, Circle, Space, Triangle 

Holland Triangle, Triangle, X, Square, Circle, Triangle 

Hong Kong Circle, Square, Square, Circle, X, Triangle 

Dark Tooth X, Space, X, Square, Square, Space 


HAMMERHEAD 


Moscow Space, Triangie, X, X, X, Space 

Paris Space, X, Triangle, Square, X, Triangle 


Secret Levels 

1-3 These secret levels can only be accessed in 
TVvo-player Challenge Mode. Enter the codes at 
the Level Select Screen. 


4 Jet Moto Level Up, Down, Right, R1 

5 Original Rooftop ..... Down, Left, R1, Down 

6 Cybuihia Down, Up, LI, R1 




Hdvanced Ht tacks 

Perform these special attacks anytime during gameplay. 

Cloaking Device Right, Down, Left, Up 

Freeze Blast Left, Right, Up 

Jump Up, Up, Left 

Mine Attack Right, Left, Down 

Napalm Right, Left, Up 
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SEGA O SATURN 


OUTLAWS 

Moscow Space, X, Circle, Space, Triangle, Space 

Triangle, Triangle, X, Circle, Triangle, Space 

Triangle, Square, Square, Square, Triangle, Space 

Circle, X, Triangle, Triangle, Triangle, Space 

X, Triangle, Circle, X, Triangle, Space 

X, Square, Square, Space, Triangle 

Space, Triangle, X, Square, X, X 

Space, Circle, X, Space, Triangle, Space 


. Circle, X, Triangle, Square, Square, Space 
. Triangle, Space, Triangle, Space, Space, Circle 
. X, X, Triangle, Circle, Square, Triangle 
. Circle, Space, Space, X, Space, X 
. Space, Triangle, Square, X, Circle, Space 
. X, Space, Space, Triangle, Space, Square 
. Triangle, Triangle, Square, Triangle, Circle, Triangle 
. Triangle, Circle, X, Triangle, Square, X 


Square, Space, Space, Triangle, Triangle, Space 

X, Triangle, X, Square, Circle, Triangle 

X, X, Circle, Space, Triangle, X 

X, Space, Space, X, Circle, Square 

Circle, X, Circle, Circle, X, Circle 

Circle, Triangle, Square, Triangle, Square, Space 

Hong Kong Circle, Space, Triangle, Space, Square, X 

Dark Tooth Circle, Triangle, Space, Triangle, Circle, Space 


THUMPER 

Moscow Circle, Space, Space, Triangle, X, Space 

Paris X, Square, Square, Circle, Circle, Triangle 

Amazonia Triangle, X, Circle, Space, Square, Space 

New York X, X, Triangle, Triangle, X, Triangle 

Antarctica Triangle, Triangle, Square, Space, Space, Space 

Holland X, Triangle, X, Space, Square, Triangle 

Hong Kong Triangle, Space, Space, Square, Triangle, Space 

Dark Tooth Triangle, Space, Square, Square, X, Circle 

TWISTER 

Moscow X, Space, Space, Triangle, Circle, Space 

Paris Triangle, X, Circle, Circle, X, Triangle 

Amazonia Space, Triangle, Square, X, Square, Circle 

New York X, Triangle, X, Circle, X, Space 

Antarctica Circle, Space, Space, X, Square, Triangle 

Holland Space, X, X, Space, Space, Circle 

Hong Kong X, X, Triangle, X, Square, Space 

Dark Tooth X, Square, Space, Square, Triangle, Circle 

WARTHOG 

Moscow Triangle, Space, Space, Triangle, Square, Space 

Paris Triangle, Square, Square, Square, X, Square 

Amazonia Circle, Square, Square, Circle, X, X 

New York X, Square, Square, Space, X, Circle 

Antarctica Space, X, Circle, Triangle, Space, Square 

Holland Triangle, X, Triangle, Square, Space, X 

Hong Kong Circle, X, Triangle, Circle, Space, Circle 

Dark Tooth Circle, X, Triangle, Circle, Space, Circle 


SPECTRE 

Moscow 

Circle, Triangle, X, X, 
Triangle, Space 

Paris 

Space, Triangle, 
Square, Circle, Circle, X 

Amazonia 

Circle, X, Triangle, 
Square, Triangle, X 

New York 

Space, X, Circle, X, 

X, Triangle 

Antarctica 

X, Space, Space, 

Space, Circle, Triangle 

Holland 

Triangle, Space, Space, 
Square, X, Square 

Hong Kong 

X, Triangle, X, Triangle, 
Circle, Square 

Dark Tooth 

X, Circle, Circle, Circle, 
Space, Triangle 


PERFECT 


WERPON 


ASC GAMES O PLAYSTATION 


Level Passwords 


Enter these level passwonfs at the Password 
Screen to skip ahead In the game. 


START OF LEVELS: 

Ice Moon X, Square, X, Square, Square, Circle, Square, Circle 

Garden Moon . . . Circle, X, X, Triangle, Circle, Circle, X, Triangle 
Forest Moon .... Circle, Triangle, Square, Circle, Square, Square, 
Triangle, Triangle 

Desert Moon. . . . Circle, X, X, X, Triangle, Circle, Triangle, Triangle 
Proteus Moon. . . X, X, Square, X, Square, Square, Triangle, Circle 


DVERSEER: 

Ice Moon Triangle, Triangle, X, Square, Triangle, Triangle, 

X, Circle 

Garden Moon . . . Circle, Circle, X, Square, X, X, Circle, Triangle 

Forest Moon Triangle, Circle, X, X, Triangle, Square, 

Triangle, Triangle 

Desert Moon .... Circle, X, Circle, Circle, Square, Circle, X, Square 
Proteus Moon . . Square, Circle, X, X, Square, Square, Square, Triangle 


Two-player Mode 

1>2 Let your friends Join In the action with this code. 
Whiie piaying, press Z, then press Left>Shoulder 
Button+X. Release both buttons and a clone should 
appear that Is playable using the player two controller. 
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4-7 Tills teleport location on Little States Island 
Is In mlni-San Francisco. Find the skyscraper 
facing the airport runway and use your Rocket 
Belt to hover near the ground unfll you spot an 
entrance to the tower you can fly through. Now 
zoom in and pass the N64 logo, turn left, and 
fly out the other side. Then, turn around and 
re-enter the building and, when you exit, you’ll 
be In the middle of Manhattan. 


1-3 If you’re touring Little States 
Island with the Rocket Belt or Gyro- 
copter, stop by somewbere around 
Atlanta If you’re low on fuel. Park 
near the middle pump at the Gas 
Station for a refill of gas. 




Level Skip 


1-4 Anytime during gameplay, go to the 
last page of your passport (make sure 
not to exit your game) and hit the fol- 
lowing keys: Z, Y, Z, Y, X, X, X, and then 
hit the START button, lata will sigh to 
signal that the code Is Initiaied and you 
will advance to the next level when you 
press C to continue. 


VIRTUn COI 


SEGA O SATURN 


Last Boss Skip 


1-3 At the stage select screen, shoot Stage 
One’s arrow continuously until the time is 
up. You should go straight to the last boss 
stage (Stop the Airship Bomb). 


PILOTWINCS 


NINTENDO O NINTENDO fc.M 


Little Stated Tip 
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Kanfigure Kade 


1-2 Secret Options Screen - To get to the secret options screen, first 
go Into options and highlight any of the four boxes. Then hold 
Up+L1+L2+R1+R2 for a couple moments. If the code worked you will 
hear a boom and the screen will shake. Then the ‘7’ Is selectable. 


3-4 One of the options in the '?’ screen is for one button fatalities. 
Here are the button configurations to perform the gruesome endings: 


Brutality 
Fatality 1 


Fatality 2 
Friendship 
Animality 
Babality 


5 Play as Classic Characters - At the Character Select Screen, high- 
light Rayden, Jax, Kano, or Kung lao and press SELECT. The selected 
character will then explode and change Into his classic version. 


EIDOS INTERACTIVE O PLAYSTATION 


Weapons Cheat 


1*2 To acquire all the weapons In the game, go to the Inven- 
tory screen and hit the following buttons: LI, Triangle, R2, 
L2, L2, R2, Circle, LI. After entering the code, push down 
once and then up for the weapons to appear. 


CAPCOfI O PLAYSTATION 


Big Heads Little Head 


1-2 When selecting a character, Press and Hold 
RIght-i-START+Circle+Square unhl the round starts to 
endow your (tractor with a huge head and big feet 


3 To get Shrunken Head Mode, Press and Hold 
Left-f START+CIrcle-fSquare until the round starts. 


Z^SBCMtT KQNFIGOKt 
WGOTTOM F0rgHT/£S: 
IMSTfiffr 0QGRBSSOK: 

SOS I P/fMfiGB: 

► DfiMUGB: 

L TH HBKovenr: 


SOffffi WIfIS 
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( PLUG IN 


liELCOtE TO 
NETUORK 

Welcome to this month’s 
Network! This is the oniy 
piece where the whole 
ULTRA Game Players 
team can be reached 
with your questions. You 
can reach, but don’t 
touch, OK? 

We’ve got ietters 
from just about every- 
where and a few that 
must have come from 
way out there. 

If you have any 
compliments, criticisms 
or compiaints, we want 
to hear about it. Just 
drop us a line at the 
address beiow. 

ULTRA GAME PLAYERS 
150 North Hiii Orive 
Brisbane, Ca 94005 


Ties that bind 

Has SquareSoft cut all ties with 
Nintendo? One of the reasons 1 bought 
an N64 Is because of the good ties 
Nintendo has with Square. Nintendo has 
always been known for tbe best RPGs 
out on the market, and a good part of 
this credit goes to Square. But now I 
have been reading reports that Square 
will no longer make any games for 
Nintendo and will only focus on Its new 
friends at Sony. The reports I have been 
reading have not been confirmed true 
and may only be rumors. What has 
happened that made Square so mad 
that they will no longer make games for 
Nintendo? 

Christopher Hung 
Las Vegas, NV 

«<CHIR1S>» Square’s problem with 
Nintendo is mainly the cartridge format. 
It’s very restricting to memory-intensive 


RPGs, and that's pretty much all Square 
does. I talked with Nintendo Executive 
VP Howard Lincoln at Shoshinkai, and 
he admitted that there was some ten- 
sion with Square. Still, I expect them to 
hook back up with N64 sometime soon. 


Bad reputation 

Hi there! My parents hate your maga- 
zine. Every time I get one, I find it in the 
trash, or burnt to a crisp. They cancelled 
my subscription because it’s just like a 
carnival game; you pay lot of money 
and you don’t get crap! But don’t worry, 

I buy your magazine at the grocery 
store and hide it under my bed. My Dad 
read your magazine and he said, 'Why 
the hell do you waste your money on 
this crap? These guys are bad influence 
on you! Especially that damn Bill!’ I 
wouldn’t pay attention to him, though. 
Thank you for listening to me whine. 
Adam Ferreria 
Oxnard, CA 

«<IEILU»> No wonder you're a 
whiner, Adam! You’re hiding the wrong 
kind of magazine under your bed. Try 
hiding a copy of Nasty Norwegian 
Nudes (the special Volleyball edition, of 
course... ). Once your folks find that and 
finally stop screaming at you, good old 
ULTRA Game Players won’t seem so 
bad, will it? 


Teii him, Bog! 

I am a loyal PlayStation owner, and I 
have a few questions: 

1. 1 heard that Area 51 might be coming 
with a pack-in gun. Is this true? 


2 . Do you have any news on Tekken 3? 
Is it going to come out for sure? 

3 . 1 heard (from unknown sources) that 
Resident Evil might be made into a 
movie. Do you know anything at all 
about this? 

4 . Is Warhawk 2 coming out any time 
soon? Please? 

5 . When is Quake coming out for the 
Sony PlayStation? 

Kris Martin 
AB, Canada 

«<IRQ@lilR»> 

1 . The Saturn version works with the 
Stunner and the PlayStation version 
works with Konami’s Enforcer, but I've 
heard of no plans for a pack-in gun. 

2 . Yes, it’s in the works — check out 
our coverage in Topics! 

3 . If games like Super Mario, Street 
Fighter and Double Dragon can become 
movies, then anything is possibie. The 
real challenge is making a GOOD movie. 

4 . Sony isn’t talking, but Td say that if 
it’s done, it shouid be out by next 
Christmas, at the earliest. 

5 . Quake for PlayStation should be out 
in the second half of 1997. 



CHRIS 


MIKE 


BILL 


PATRICK ROGER 



The Resident Evil movie will star Orson 
Welles and John Candy as zombies. 


if you wanna survive, Kris, you’ll need to 
get your own gun for Area 51. 



IQk ULTRA GAME PLAYERS 


http: //WWW. ultragp.com 









A.-".’- 


j^- • ^ 1 .^ t, •«. . A* • %. < — I 

t >-■• . * ■'•' V^- VJ^- * - * — %.>r _“;r‘ 


.»>--. 


CHecK US OUT onling: 


THG WGG sue: 

HTTP://www-uLtra§p.coM 


Dynamic Duo 


CHRIS chrLS_sLate@Qiii. LdiagLne-Lnc.coni 
prtrick: patrLck_l3aggatta@Q(ii . LinagLne-Lnc.coni 
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'*V 




:‘-N 


I am a big fan of the PC Engine/Duo. I 
currently own a Turbo Duo. I am trying 
to find older Japanese titles for the sys 
tern. Unfortunately, it is very difficult 
to find games for the system; even 
old ones, I am seriously think- 
ing about taking a trip to - 

Japan in the not too dis- 
tant future. I was wonder- 
ing if you folks know of 
any Japanese compa- 
nies or stores that do 
business in PC Engine/Duo 
games. I am even willing to buy them 
second hand. Do you know of any 
Japanese companies that do 
mail order, thus saving me 
a trip? I look forward to 
hearing from you. 

Ricky Lopez 
Uniondale, NY 

«<lf^AriRIC!K>» Well, If you're just 
looking for an excuse to go to Japan - 
go for It and yes, there Is plenty of 
Turbo Duo stuff over there (including 
some racy material — va-va-va-vooml). 
If you are looking to avoid the trip how- 
ever, I would suggest doing a search on 
the Internet. Also try companies such as 
The Rage (516 467-1679). 

He’S a big fan 

I own a Sony PlayStation and I rented 
Quarterback Club '97 because your 


Sports section said that it was really 
good. I took the game back a day later. 
I don't know why you guys like this 
game. The way the players run looks 
stupid and the game is complete crap. 
The graphics are good, but it seems 
that’s all you guys go by. I want to 
know if there are updated rosters and 
if there is a create a player option. I 
still like your sports section. My 
questions are: 

1. Do you think that the N64 sports 
games are going to be good or do you 
think they will be crap, like Super 
Nintendo’s were? 

2. Your mag says Live ‘97 is coming 


Gee, Brad, the only way OBC could get any 
worse is if you got an extra copy for free! 


out in November, but my local game 
store says that it is not coming out until 
the middle of December. Do games 
come out in the states before they do 
up here in Canada? 

Brad Woren 
Edmonton, Alberta 

«<nrilK(E»> If you’d read the review 
of QBC ‘97 then you would know that I 
said the graphics were good but the 
game was still far from the best avail- 
able. Anyways, to the questions... 

1 . If there ever are any real sports 
games for the N64, Tm sure they will 
look awesome but I doubt Nintendo is 
going to have the kind of commitment 
necessary to make the N64 a top 
sports system. 

2. Tm not sure of the status on 
Canadian releases, but it seems like it 
does take a longer time to get a hold of 
stuff in the Great White North. 

It’s a secret 

How could Nintendo just throw away 
the potential capacity of the CD? The 
N64 is beyond all home consoles, but 
the limitations of the cartridge format is 
a serious problem. Even with the 64DD, 
the storage capacity is not improved to 
the standard CD format. Just what is 
Nintendo up to? 

Kevin M, Glass 
Saginaw, Ml 


1 NBA Live '97 will be released in Canada 
just in time for the Millennium! 2 Not only 
can you write to the 640D, but it also 
makes your N64 look a lot taller! 

«<CIIrHRlS»> Kevin, the deal is 
that Nintendo doesn’t believe that 
CD is fast enough, and I can’t say 
that I disagree with them. 

Nintendo’s forthcoming 64DD is 
designed to be much faster than 
CD, and offer more memory than 
you can fit onto a cartridge — kind 
of a mid-way compromise. 

Potentially the coolest thing about 
64DD though, is that you can write 
so much to it, whereas you can’t 
write anything to a CD. 
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Well, gang, I believe I’ve finally 
seen It all and, let me tell you, 
it’s not a pretty sight! First per- 
son shooters have been with us 
for quite some time now and, in 
some ways, I believe they are a 
necessary evil. I pity the first 
outer space terrorists from Heli 
who invade our 
planet. We'll all 
Just grab our light- 
guns and blast ’em 
into the next cen- 
tury! One of these 
shooters, however, 
has started what could become 
a dangerous trend. 

I’m talking, of course, 
about Disruptor. Here’s a game 
that not only uses good, old 
fashioned gunplay to get your 
point across, but they also 
expect you to believe that you 
can use the power of your mind 
to kill your enemies! This is total 
crap and I can prove It! 

All you need to take the 
Jaded Gamer's ‘All This Psionic 
Stuff Is Crap!’ test are simple 
items found in every home. Get 
yourself an older relative or 
friend, any one of their most 
treasured possessions and, of 
course, a baseball bat. Hey, let’s 
not forget plenty of cleared 
space around your house or 
apartment, either! 


Malicious 
ramblings from 
the man who’s 
played it all 




' Able to leap to the wrong 
conclusions with amazing 
speed, the Jaded Gamer is 
positive that the aliens have a 
secret base, either on the Moon 
or in New Jersey, which 
expiains why his Konami 
Jushfier is never far away. 



First of all. Just hand your 
friend or relative the baseball 
bat. Go ahead, you won’t need it. 
Next, take their prized posses- 
sion and break it. Yes, you heard 
me right. Just snap that beloved 
object In two (uh, this step could 
be a little messy if you’re using a 
pet... ). Stomp on it. Laugh glee- 
fully as you kick dirt all over It. 
Then start running around the 
house or apartment as fast as 
you can. 

Once you’ve ducked 
around a corner and gotten a 
pretty good lead built up, stop 
and turn around. Paint an image 
in your mind of a 
bright green ray 
emanating from 
your eyes and cut- 
ting your pursuer in 
two. Concentrate 
really, really hard on 
that Image. In fact, concentrate 
so hard on the Image that you 
don’t feel It when your friend or 
relative finally catches you and 
cracks you upside the head with 
that baseball bat, because that’s 
exactly what he’s gonna do. And 
all your Psionic powers didn’t do 
a damn thing to stop him, did 
they? Of course not. 

Once you come to, get up 
and start running again. Keep 
repeating these steps until you 
realize that you don’t have any- 
thing close to ‘Psionic Power’. 1 
guess you should figure It out in 
about two or three tries. 

So let’s not have anymore 
of this phony ‘powers of the 
mind’ stuff, OK? We need to con- 
centrate on the things that will 
someday save our planet from 
the godless alien hordes: accu- 
racy and reloading speed! So 
break out the llghtguns and 
shine up the controliers, because 
they’re out there. Just waiting 
to plant the alien flag of ter- 
ror, death and slavery upon 
our little blue planet. 

Remember, watch 
the skies! Keep watching 
the skies!!! 


Q Fast, accurata gunplay — ttw only thing an 

allan undeistaiiilsl ^Oh, these ‘Pshwilc 
Powers' woi1( — ask any alien who Just 
happens to he canyhig a baseball bat 



Final Fantasy Vll really makes Rubin’s mouth water, 
and who can blame him? This is sweet! 


I’m a gam fan 

In issue number 91, on page 155, there 
is a typo: ‘Other gams like...' You know 
what a gam is? It’s a leg! This guy’s 
talking about legs! He’s psycho! One 
more thing: why don't you have a sub- 
ject that you write about. I always 
laughed at Bill’s stupid responses. You 
should do it more. The new ULTRA 
Came Players has more Saturn and 
PlayStation than other systems. You 
should cover Super NES and Genesis. 
Bryan Groesbeck 
West Sacramento, CA 

<«IE1LU>» Well, Bryan, what can I 
say except YOU'RE COMPLETELY 
WRONGIII Haven’t you been reading 
this magazine lately? Haven’t you seen 
an the nice Japanese lettering scat- 
tered around the magazine? What that 
lettering means is ‘games and legs’! 
That’s right, from now on we’re not only 
covering videogames, but tegs as weli. 
Does that bother you, Bryan? Maybe 
you’re the type of guy who doesn’t 
appreciate a shapely pair of legs, huh? 
That’s also why we don’t cover 16-bit 
games anymore, tn order to make sure 
that we had plenty of room for our leg 
coverage, we had to leave those old 
systems out. Sorry... 


Final Fantasy fiend 

I Just purchased Tobat No. 1 and man, do 
I have to say this game rules. The ani- 
mation is smooth and the graphics are 
beautiful. The quest mode is a great 
feature and it’s real challenging. The 
good thing is that this game came with 
a demo disk of Final Fantasy Vll. As 
soon as I played it, I fell in love with the 
graphics and music. I mean this game is 
gorgeous. After beating the furnace, the 
game was done, but my mouth was 
watering for more of Final Fantasy. This 
game looks hot. Also, there is a movie 
clip about another Final Fantasy game 
called 7.7 Tactics. This game also looks 
hot. Do you guys have any idea when it 
will hit the states? Those games made 
me want to play more. Well, keep up the 
good work. 

Rubin Medina 
Chicago, IL 

«<IRO©EIR»>Final Fantasy Tactics 
is scheduled for a Spring ‘97 release in 
Japan. Six months later is a good gen- 
eral rule of thumb for a U.S. release. Of 
course, a U.S. release hasn’t officially 
been announced, but /YFFVII is a big a 
hit as t expect, FF Tactics shoutd make it 
across the ocean. 
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Gee, Gangsta, why would anyone want Virtua Fighter 32X 
when they could play Wrtua Fighter 3? 


Big bribe 


I have a $500 dollar check and a year’s 
supply of beer. Shut your mouth and 
stop drooling! Answer these questions: 

1 . Were any codes made for the 32X’s 
Virtua Fighter? If so, would you tell me, 
please? (gimme!) 

2 . Does Sega Saturn have any kick-ass 
basketball games coming up? 

3 . Will NBA Jam Xtreme hit Saturn? 

4 . Can you kick Trent’s bifocal-wearin’, 
granola-eatin’ butt? 

Gamer Gangsta 
Baltimore, MD 

<«lTniK(s»> Offering me beer and 
money is certainly a way to get noticed, 
but I’m still not going to search up any 
codes for you. However, I will answer 
the other questions as best I can: 

1 . The best answer I can give you is to 
send the beer and money to Roger next 
time. He's the Code Guy. 

2. No, the best the Saturn can offer are 
sub-par games like NBA Action agr/ NBA 
Live ‘97. 

3 . Yes, Acclaim is planning on bringing 
Xtreme to the Saturn, but not until a few 
months after the PlayStation version. 

4 . Kes, but I never hit a man with glass- 
es, which Trent always seems to wear 
around me. 


rime is money 

I am very disappointed in your mag. I’m 
disappointed in it because it doesn’t 
have many previews for Super NES or 
Genesis. It mostly has previews for the 
more expensive systems, like N64, 

Sega Saturn and PlayStation, i don’t 
have anything against these systems, 
but some people just don’t have 
enough money for them. Thanks for 
your time. 

Ryan Nutting 
Ashburnham, MA 

«<IP‘lTiriRlCIK»> Ryan, your plea is 
heard loud and clear, and we would 
love to help you out on this matter 
except for one very small, but key, fact. 
THERE ARE NO 16-BIT GAMES BEING 
MADE ANYMORE. Yes, we know about 
the one or two token offerings from 
Nintendo and Sega this year — Donkey 
Kong 5000 ancf Vectorman 200, but we 
simply can't spend much (and, unfortu- 
nately, sometimes any) time talking 
about these filler titles, when there are 
so many interesting 32- and 64-bit 
titles to cover. I promise this is not to 
deny you the coverage of the games 
you want to know about — we do care, 
but we don’t make the games. We Just 
cover the ones we get. Sorry. 
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Playstation Gamer 
http://home.sn.no/~wchan/ 


This month’s Fan Site award 
goes to Playstation Gamer. 
Based out of Norway (that’s a 
long way from home), 
Playstation Gamer is one of 
the best laid out fan sites on 
the web. 

Every week, the site’s 
maintainer puts three head- 
lining features on the site’s 
splash page and, like a good 
Journalist, covers these sto- 
ries to their fullest. The daily 
update page tells the reader 
what’s new and provides 
links to each updated content. 
Another good feature is the 
cheats page. New PlayStation 
cheats and FAQs are collected 
and stored by genre for easy 


access. Not only does this 
make finding the game you're 
looking for a snap, but it also 
saves you lots of valuable 
time (we all know how slow 
the web Is these days). So, if 
you’re looking for a great 
PlayStation site with excellent 
content and layout, this is the 
one for you. 
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PlayStaUon Gamer Is one of 
the best laid out sites on the 
entire web! 



News Is iribiant, as well 
as Infomiativa 


Dally updates are easily 
accessible via links. 


a«aaiaiwJu.u 


A variety of links to other PSX 
sites are also available on 
PS Gamer. 


PS Gamer’s ffMI feature Is 
very revealing a really 
great read. 


^ Check out the beautiful Ftnat Faniasy VK 
screens that are offered up by the PlayStation 
Gamer site! 


SURFEP ^ 
ANY GOOD NEB \ 
SITES LATELY f 

Drop us an e-mail with the URL 
and let us check it out for our- 
selves. if we feel that its creator 
has gone above and beyond the 
call of duty, we’ll 
feature the page in a 

future issue! / 
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Dear Psygnosis, 

Now that Sony has finally 
decided to hoid onto its 
prized developer, I’d like 
to know what kind of 
plans Psygnosis has for 
other systems. Wiil you 
guys still make Saturn 
conversions of your 
PlayStation games? How 
about the N64? And are 
you working on any origi- 
nal content for 
any systems 
besides the 
PlayStation? 

What’s up? 

There’s plenty 
of non-PlayStation owners 
that want a piece of the 
only good games the sys- 
tem has (which are all 
made by Psygnosis, in my 
humble, but completely 
accurate, opinion). 

Spike MacReady (The 
original Mac Daddy) 

Des Moines, Iowa 

Psygnosis’ response; 

Psygnosis wiii continue 
to be a mute-ptattonn 
devetoper, and one of 
our major priortties this 
year is using new 
technoiogy iike 3D 
accelerator cards to 
bring outstanding ver- 
sons of games like 
Wipeout XL and Formula 
1 to the PC. We also 
have games like 
Ecstatica 2, which are 


You ask Hie 
questions, the 
experts answer. 


exclusive and native to 
the PC, and we have 
signed deals with a 
number of accelerator 
card manufacturers to 
bundle software with 
th^r product 

As far as consoles 
go, we have many, 
many PlayStation 
games in development 
so there is no need to 
be concerned that we’re 
abandoning 
that format 
Games like 
Codename: 
Tenka are 
pulling plenty 
of new tricks out of the 
hardware. And in the 
longer term, we have a 
few games that have 
been developed under 
deep cover for a while, 
like G-Police and a few 
others. Psygnosis will 
continue to bring its 
games to Saturn with 
many future releases 
planned, though we will 
not he puhllshing these 
OOes ourselves, which 
explains why we’re a 
little quiet on the sub- 
ject As for other plat- 
forms, we’ll be keeping 
our tqrtions open. We 
are not curraatly a 
license holder for 
Nintendo 64 and there 
are a numher of ques- 
tions that would raise. 
Don’t rule out anything 
for Psygnosis in ‘97 — 
whether it’s 
PlayStation, PC, new 
platforms, or online 
activity. There’s an 
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Mother 3 continues the epic saga that started way 
back in the old NES 8-bit days, Chris. 




Sweet sanity 

Hi. I like your mag. It’s a great 
topping for pizza and it makes a 
great salad. I have a few quesfions: 

1. How many people that work in 
the ULTRA Came Players office are 
escaped from mentai hospitais? 

2. Who fhe hell is this Trent guy, 
who’s in some issues, but not 
in others? 

The Guy on the Quaker Oatmeal Box 
Carbonear, NFID, Canada 

<«ISILL»> Gosh, I guess our little 
secret is out! OK, everyone, stop 
working on the magazine. Hfe all 
gotta go back to the Rubber Room 
now. Way to go, Guy. Oh well, at least 
we’ll see Trent again... 

Earth first 

I have some questions for anyone af 
UCPwho knows fhe answers: 

1. The firsf fime I heard about Earth 
Bound lor Super NES, I heard that it 
was the American version of a 
Japanese game. Mother Brain 2. Was 
there an original Mother Brain that 
could have been turned into an 
American game? 

2. Is there going to be a sequel to 
Earth Sound? And if so, when will it 


come out? 

3. Are there any secret items or 
secret characters in Earth Bound that 
you can tell me about? 

Chris Rickard 
East Norwich, NY 

«<Clr1IKlS»> Well Chris (nice first 
name, by the way). Earth Bound is 
indeed the name for Mother 2 (not 
Mother Brain) for the Super Famicom 
in Japan. The series started back on 
the original 8-bit Famicom (NES), but 
nothing was ever brought over to our 
side of the Pacific. Clips of Mother 3 
were shown recently at the 
Shoshinkai show, which is rumored to 
be in development for the 6400. 

Since Nintendo will probably be look- 
ing to put together as big a US library 
as possible for the add-on, there’s a 
good chance that we’ll see it here. 



While this look likes abnomial behavior, 
there’s no reason to be alarmed, Guy. 
It’s just Bill's Antler Dance. 









RAGE RACER 


FIGHfERiMEGA MIX 


THE REIGNING KING OF RACERS! 

THIS SEQUEL PACKS A WALLOP! 

AND THE IMPORT'S AVAILABLE NOW! 

Rage Racer Import 
PlayStation With 
NeGcon Control Pad 
a $140 Value 


AM2'S CHARACTERS MEET FACE-TO-FACE IN 
THE ULTIMATE SATURN FIGHTER! 

Fighters Mega Mix 
Import SS With Virtua vj 

Fighter 2 Music CD a I 

$104 Value * 
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Import N64 (Call (or prices) 
Hexen 

StarFox 64 (March) 

Wild Choppers (March) 
Pro Stadium Basehall 
Blade & Barrel 











Domestic N64 (Suggested Retail) 
Doom 64 (Feh-March) 

Blast Dozer (Feh) 

Killer Instinct Gold 
NBA Hangtime 


Import PlayStation ($64.95 - $74.95) 
Ranma 1/2 Renaissance 
Soul Edge 

All Japan Pro Wrestling 2 
import Saturn ($59.95 - $74.95) 


Star War$: Shadows Ot The Empire Shining the Holy Ark (RPG) 

Airs Adventure (RPG) 


FREE OFFER! 

Join The Game Cave Club! 

Just fill out the form below, mail it in and receive... 

• $10 OFF Mail-In Coupon (towards next gurcliasel 

• Game Cave Catalog 

• Much, Much More 


TUROK: DINOSAUR HUNTER 

worTd«r flvaHable Feb/ljarch 
travel is a reality! Suggested Retail 

Get Turok; Dinosaur Hunter and a Limited 
Turok Poster tor one low price 


Mail completed form to Game Cave 421 E. Huntington 
Dr. Monrovia, CA 91016 rnTTrriTni 


Enemy Zero (Adv) 

Sailor Mmo Super^ 

Sequei to Squaresott’s amazing classic 
which will never see a US release 



SECRET OF MANA 3 

.95 


Secret Of Mana 3 Super Famicom 
and Music CD, a $150 Value 


SPECIALS ARE LIMITED TO STOCK ON HAND. AND IN MOST CASES 
QUANTITIES ARE LIMITED. ARTWORK COPYRIGHT THfIR RESPECTIVE 
COMPANIES. ALL RIGHTS RESERVED. IMPORT PLAYSTAFION AND 
SATURN GAMES ARE NOT COMPATIBLE WITH NEWER SYSTEMS. CALL 
FOR INFO SHIPPING AND HANDLING ARE EXTRA CALL FOR CURRENT 
PRICES. PRICES AND RELEASE DATES SUBJECT TO CHANGE 


Tnll Frf?e - Orcli^r«« Oiilii - PlnkiHi* - All cither iriquirle**: 818/930-0060 

__ JF" GP0OO3 


tn rivru onirrinii Hivu nHHULireij Hnc CA I L/MLi. run irunnLiv I 

IICES. PRICES AND RELEASE DATES SUBJECT TD CHANGE 3SSB ll )i 

Game Cave 421 E. Huntington Dr., Monrovia, CA 91016. Phone 81 8/930-0060 Fax 81 8/930-0645 





PLAYSTATION PLAYSTATION SNES SATURN GENESIS 


Playstation Core S210/150 

Playstation 

w/Toshinden S240/Call 

Analog Joystick S64/Call 

Game Gun Call 

Game Pad 8 By STD S23/Call 

Game Shark S59/Call 

Unk Cable S2S/Call 

Mad Calz Arcade 

Steering Wheel S62/C^l 

Memory C^ $28/Call 

Memory Card Plus $45/Call 

PSX Controller $26/Call 

RFU Unit By Sony S34/Call 

Travel Master Hard Case S3S/- 

Travel Master Soft Case S30/- 

2-Xtreme $51/40 

AO&D Iron & Blood $52/42 

Allen Striker $52/40 

Allen THIogy $5t/41 

Allied General $52/40 

Alone In The Dark $52/35 

Alphastotm $51/40 

Andretti Racing $51/40 

Area 51 $52/40 

Ballblazer Champions Call 

Battle Arena Toshinden 2 S48/38 

Battlesport $45/35 

Beyond The Beyond $51/40 

Big Bass World 

Championship $53/40 

Black Dawn $52/42 

Blades Of Rage C^l 

Blast Chamber $50/35 

Blazing Dragons $52/42 

Burning Road $48/35 

Cheesy $48/35 

Chronicles Of The Sword $51/41 

City Of Lost Children $51/40 

Crash Bandicoot $51/40 

Deadly Skies $52/40 

Death Crusader Call 

Death Race Call 

Demon Driver $48/35 

Deception $54/40 

Destruction Derby 2 $51/40 

Die Hard Trilogy $51/40 

Oisruptor $52/40 

Dragonheart $45/35 

Dream 18 Golf $48/35 

Dreamteam Basketb^l $52/42 

Family Feud $47/37 

Formula 1 $51/41 

QT Sports Football $51/40 

GT Sports Basketball $51/40 

Goff; The Final Round $45/35 

Grand Slam ‘97 $52/40 

Grand Theft Auto $51/40 

High Velocity $52/40 

Hive 2 $47/37 

Impact Racing $45/41 

Jajamaru $51/40 

John Madden ‘97 $54/40 

Jurtiplng Flash 2 $51/40 

K-1 Super Kick Boxer $52/40 

King Of Fighters *95 $51/40 

King‘s Reid 2 $51/40 

Legacy Of Kain $52/42 

MLB Pennant Race $51/40 

MVP Cc^lege Football ‘96 $52/40 
Machine Head $51/40 

Mass Destruction $51/40 

Monster Truck Rally $51/40 

Mortal Kombat Trilogy $52/41 

Motor Toon Grand Prix $51/40 

Myst $51/41 

NBA Uve ‘97 C^l 

NCAA Football 

Gamebreaker $51/40 

NFL Full Contact Football $45/35 
NFL Gameday ‘97 $51/40 

NFL Quarterback Club ‘97 $62/41 
NHL ‘97 $51/40 

NHL Face Off ‘97 $51/40 

NHL Powerplay ‘96 $52/40 

Near Death $52/40 

Need For speed $53/43 

Offensive Call 

PGA Tour ‘97 $50/40 

Peak Performance $52/40 

Project: Overkill $45/35 

Qad $48/35 

Razorwing $51/40 

Resident Evil $52/42 

Revelations $52/40 

Ridge Racer Revolution $47/37 

Road Warrior $47/37 

S.T.O.R.M. $51/40 

Samurai Showdown $51/40 

Space Hulk Vengeance $52/42 

Speed King; Road Rage $45/35 

Spider $51/40 

Star Trek Generations $52/40 

Star Wars: Dark Forces Call 


Sttf Wars: Rebel AssauH 2Call 


Title: New/Used 

Steel Harbinger $48/38 

Street Fighter Alpha 2 $52/42 

Supersonic Racers $45/35 

Syndicate Wars $53/43 

Tecmo Superbowl $54/40 

Tekken 2 $47/37 

Thunder Truck Rally $51/40 

Top Gun:Flre At Will $52/40 

Triple Play '97 $53/40 

Twisted Metal 2 $51/40 

VR Golf $52/40 

VR Pro Pinball $52/40 

Virtuoso $48/38 

Williams Arcade’s $47/37 

Wipeout XL $51/40 

World Circuit Racing $46/35 

X-Com $35/25 

X-Men: C.O.T.A. $52/40 


SNES 


Title: New/Used 

SNES Core Unit $99/60 

SNES System 

W/Ken Griffey Jr $1 30/Call 

Act-Raiser 2 $26/14 

Addams Family $35/23 

Adventures Of Batman 

& Robin $34/32 

Art Of Fighting $-/10 

Batman Returns $30/18 

Breath Of Fire 2 $56/36 

Brutal: Paws Of Fury $56/14 

Bubsy 2 $-/42 

Bulls Vs Blazers $45/7 

Chrono Trigger $68/52 

College Slam $62/42 

Demon's Crest $25/15 

Donkey Kong Country $62/26 

Donkey Kong Counby 2 $61/48 

Donkey Kong Country 3 $62/50 

Doom $66/38 

Earthworm Jim $58/40 

FIFA Soccer ‘97 

Gold Edition $56/45 

Fatal Fury 2 $30/14 

Frankenstein $52/14 

Gearheads $48/35 

Gradlus 3 $24/7 

Illusion Of Gaia $39/20 

Incantation $51/38 

Indiana Jones: 

Greatest Adventures $54/24 

John Madden NFL ‘93 $36/7 

John Madden NFL ‘94 $39/1 1 

John Madden NFL ‘97 $56/45 

Judge Dredd $59/1 8 

Jurassic Park $35/1 9 

Jurassic Park 2 $56/32 

Justice League $62/24 

Ken Griffey Jr Baseball $47/28 

28344 Ken Griffey Jr: 

Winning Run $61/34 

Killer Instinct $66/35 

King Arthur s World $24/17 

Kirby Superstar $62/50 

Legend S-/1 2 

Legend Of Zelda: 

Link To The Past $42/17 

Lobo $56/38 

Lufla 2 $65/55 

Mario Paint W/Mouse $54/24 

Marvel Super Heroes $53/34 

Math Blaster $46/19 

Maximum Carnage $61/14 

Micro Machines $56/24 

Mortal Kombat $34/11 

Mortal Kombat 2 $37/16 

Mortal Kombat 3 $66/35 

Mr. Do! $45/36 

NBA Hangtime $66/50 

NBA Jam $34/15 

NBAJamT.E. $57/28 

NBALIve‘9S $31/19 

NBA Uve '96 $56/42 

NBA Uve -97 $56/45 

NCAA Basketball $19/10 

NHL ‘97 $58/48 

NHL Stanley Cup $29/10 

NHLPA Hockey ‘93 $33/7 

PGA European Tour $61/48 

Populous S-/6 

Power Rangers Zeo $57/45 

Primal Rage $82/28 

Prince Of Persia 2 $52/30 

Rise Of The Phoenix S-/42 

Robotrek $31/25 

Samurai Showdown $52/23 

Secret Of Evermore $60/45 

Sim City $35/25 

Sim City 2000 $58/45 

Star Fox $29/12 

Stargate $62/24 


Title: New/Used 

Street Fighter Alpha 2 $62/50 

Super Bases Loaded $50/9 

Super Battle tank $29/1 0 

Super Mario All SUrs $35/18 

Super Mario RPG $66/52 

Super Mario World $24/6 

Super Metrold $24/1 3 

Super RBI Baseball $54/28 

Super Star Wars $35/14 

Super Street Fighter 2 
Turbo $32/12 

Ultimate Mortal Kombat 3 $66/55 
Urban Strike $58/28 

Warlock $51/16 

Waterworid $56/39 

Whizz $51/34 

Zoop $45/28 


For A Free 

CRAVE Catalog, 
Call Us At: 

(612) 942-9920 
Fax Us At: 

(612) 942-5341 
Or Email Us At: 
CRAVE2RB@ 
AOL.COM 

CRAVE Will Meet Or 
Beat Any 
Mall Order 
Competitor’s Prices! 


We Now Carry 
Japanese 
Imports! Call 
For More 
Information. 


3DO 


Title: New/Used 

3DO Digital Video Module 

W/Total Recall $1 7(VCdl 

3DO Goldstar 

W/Shockwave & FIFA $1 99/Call 
3DO Panasonic w/Gex $1 85/Call 

Controller • Goldstar $32/Call 

Controller • Panasonic $38/Call 

Game Guru $35/Call 

Alone In The Dark 2 $47/15 

Battlesport $53/1 4 

Burning Soldier $51/7 

Cannon Fodder $35/14 

Casper $48/19 

Corpse Killer $49/12 

Crash 'n Bum $35/7 

D $58/28 

Doom $54/22 

FIFA Soccer $52/4 

Flying Nightmares $53/1 2 

Guardian War $51/12 

Hell: Cyberpunk Thriller $45/1 2 

Immercenary $52/9 

Killing Time $51/28 

Kingdom.. .Far Reaches $46/1 2 

Luclenne‘e Quest $43/20 

Need For Speed $48/24 

PO’ed $53/14 

Pebble Beach Golf Unks $51/4 
Primal Rage $49/22 

Quarantine $37/10 

Real Pinball $51/9 

Rebel Assault $48/11 

Road Rash $58/24 

Shanghai Triple Threat $48/5 

Shockwave $58/4 

Slam 'n Jam ‘95 $49/16 

Space Hulk: Vengeance $48/1 9 

Starblade $48/9 

Theme Park $52/15 

Twisted $53/5 

Wing Commander 3 $52/18 


Title: 

Saturn Core Unit 
Saturn W/VIrtua Fighter 
Saturn w/Sega Rally 
3D Control Pad 
Arcade Racer 
Back Up Ram Cartridge 
Game Shark 
Memory Card Plus 
Mission Stick 
RF Unit 

Saturn Controller 
Travel Master Hard Case 
3D Baseball ‘95 
AD&D Iron & Blood 
Aerial Striker 
Allen Trilogy 
Area 51 
Armed 

Battle Arena Toshinden 
Black Dawn 
Blast Chamber 


New/Used 

$210/140 

$230/Call 

S240/Call 

$30/Call 

$65/Call 

$4 6/Call 

S59/Call 

S40/Call 

$65/Ca]l 

S29/Call 

S35/Call 

$35/Cali 

$52/40 

$52/40 

$52/40 

$52/38 

$52/40 

$51/40 

$52/35 

$52/36 

$50/35 


Blazirtg Heroes (Mystaria) $59/45 


Braindead13 $51/24 

Bum: Cycle $46/35 

Casper $47/24 

Command & Conquer $52/36 

Crime Patrol $45/35 

Cybersled $52/38 

Dak Sun $52/28 

Daknet $51/40 

Dawn Of Darkness $48/38 

Demon Driver $48/38 

Die Hard Trilogy $51/40 

Dragon's Lair 2 $51/34 

Dragonheart $45/35 

Dreamteam Basketball $52/40 

F-1 Challenge $48/38 

Rghting Vipers $47/35 

Fox Hunt $53/28 

Gratd Slam ‘97 $52/40 

Grand Theft Auto $51/40 

Grid Runner $47/35 

Hell $47/37 

Incredible Hulk $51/36 

Jajamaru $51/40 

Jeopardy! $47/35 

John Madden ‘97 $54/44 

Legacy Of Kain $52/40 

Loaded $52/42 

MLBPA Bottom Of 
The Ninth $47/28 

Machine Head $51/36 

Mass Destruction $52/40 

Maximum Surge $52/38 

Mort^ Kombat 1 & 2 Duo $34/20 
NFL Full Contact $47/37 

NFL Quarterback Club -97 $52/40 
NHL Powerplay ‘96 $52/40 

Nights W/3D Control Pad $61/50 
PGA Tour -97 $50/40 

Pollcenauts $45/35 

Return Firs $51/28 

S.T.O.RM. $51/40 

Space Hulk Vengeance $50/36 

Spider $51/40 

Starfighter $45/35 

Street Rghter Alpha 2 $52/42 

Supreme Warrior $47/30 

Tanktics $51/40 

Tecmo Superbowl Call 

Tetris Plus $1 5/35 

Three Dirty Dwarves $47/34 

Triple Play ‘96 Call 

Tunnel B-1 $48/35 

Ultimate Mortal Kombat 3 $54/44 
VR Pro Pinball $52/38 

Waterv/orld $48/38 

World Series Baseball 2 $52/40 

World Wide Soccer ‘97 $47/35 

X-Men;C.O.T.A. $51/40 


GENESIS 


TNIe: New/Used 

Genesis Core $99/50 

Doc's Cleaning Kit S7/Call 

Game Genie S39/Call 

Air Diver S-/12 

Bass Masters Classic ‘96 $52/40 

Battletoads $36/23 

Beyond Oasis $65/46 

Buster Douglas Boxing $27/7 

Capt America & 

The Avengers $46/1 4 

College Football USA ‘96 $55/20 

College Football USA -97 $56/40 

College Slam $57/38 

Comix Zone $54/38 

Dashin‘ Desperados $21/9 

Double Dragon $-/l 3 

Double Dragon 5 $53/25 

Earthworm Jim 2 $59/46 

Ecco The Dolphin S-/18 


Title: New/Used 

Eternal Champions $38/1 4 

FIFA Soccer ‘97 

Gold Edition $56/42 

Fatal Fury $35/14 

Garfleld:Caught In The ActS58/28 
Golden Axe $22/11 

Incredible Hulk $34/18 

Joe Montana 2 $31/5 

John Madden NFL -95 S31/9 

John Madden NFL *97 $56/42 

Judge Dredd S-/1 8 

Jurassic Park $41/14 

Kid Chameleon $41/14 

Lightening Force $28/9 

Uon King $47/22 

MLBPA Baseball $36/9 

Maximum Carnage $32/1 6 

Mig-29 Fighter Pilot $44/22 

Mortal Kombat $44/1 2 

Mortal Kombat 2 $32/20 

Mortal Kombat 3 $66/40 

Mutant League Hockey $45/34 

NBA Action ‘94 $51/4 

NBA Action ‘95 $54/18 

NBA Hangtime $66/55 

NBA Jam $34/15 

NBA Uve ‘95 $33/20 

NBA Uve -97 $56/42 

NFL 95 $54/12 

NFL Quarterback Club ‘96 $62/1 8 
NHL ‘97 $56/42 

NHL 94 $31/12 

NHLPA Hockey 93 $31/7 

Phantasy Star 4 $77/44 

Primal Rage $59/28 

Prime Time NFL $58^4 

Prince Of Persia 2 $48/38 

Rlstar $45/32 

Road Rash 2 $39/29 

Samurai Showdown $50/28 

Shaq-Fu $23/10 

Sonic & Knuckles $54/28 

Sonic 3D Blast $52/40 

Sonic The Hedgehog 2 $42/8 

Sonic The Hedgehog 3 $58/38 

Sub-Terrania $28/6 

Super Street Fighter 2 S-/1 8 

TMNT Tournament Fight $55/18 

Talespin $34/18 

Tecmo Super Hockey $56/16 

Thunder Force 2 $37/6 

Toe Jam & Earl SV38 

Tony Larussa Baseball $32/6 

Toy Story $61/42 

Triple Play 96 $59/42 

Ultimate Mortal Kombat 3 $66/52 
Unnecessary Roughness $50/9 

WWF Raw $59/28 

WWF Royal Rumble $24/1 4 

Williams Arcade's G.H. $41 /20 

World Series Baseball $51/17 

World Series Baseball ‘95 $65/32 
World Series Baseball ‘96 $52/42 
X-Men 2: Clone Wars $51/26 



Nintendo 64 Core $214 

Arcade Shark Stick Controller $47 
Cleaning KH SI 5 

Controller - Black $34 

Controller - Blue $34 

Controller - Grey $34 

Controller - Green $34 

Controller - Red $34 

Controller - Yellow $34 

Extension Cable $15 

Flight Force Pro 64 Controller$58 
Memory Card Plus $35 

RFU Adapter $34 

Sharkpad Pro Controller $34 

Crusin‘ USA $64 

Gretzky 64 Call 

M.K. Trilogy Call 

NBA Hangtime Call 

Pilotwings 64 $64 

Robotech Academy Call 

Super Mario 64 $63 

Wave Race 64 $64 


Please Call Our Ciislomer Servico Nunihar Ahoul ‘IVading In Your Used Gamai. - Indicatei Unavailahle TitlB. 


MAKE YOUR OWN FORM! On a blank piece of paper write your full name, address, phone #, what you would like to order & any substitute items in case of 
out of stock or discontinued items. Please include shipping & handling charges as follows: U.S. game orders S6 - U.S. System Orders $20 - Foreign game 
orders $15 - Foreign system orders $30. Overnight shipping Is also available, please call for details. All personal checks and money orders are held for 2 
weeks due to processing time. Send orders to: Crave » P.O. Box 26370 Dept. 501 « St. Louis Park. MN 55426 
Please allow 4-6 weeks on out of stock items. All prices and reiease dates are subject to change. If you have any questions, please call. 

PHONE: (612) 942-9920 FAX: (612) 942-5341 EMAIL: CRAVE2RB®A0L.C0M • OPEN M-SAT. 9-9, SUN. 10-7 




1-900-PRO HINT 


900 


776 


4468) 


SNES 


SEGA 


SEGA CD*3DO*SATURN*PSX*ONLY < 

HINTS HOTLINE 


99$ 


MINUTE 




LATEST CODES • BREAK-IN TRICKS • HINTS FOR “D” & “FINAL FANTASY III 
MUST BE 18 YEARS OF AGE OR HAVE PARENTS PERMISSION 









Tekken 2 
Playstation 
$47 


Alien Trilogy 
SATURN 
$52 


Crash Bandicoot 
PLAYSTATION 
$51 


Nights: Into Dreams 
SATURN 
S52 


NFL QB Club ‘97 
PLAYSTATION 
S52 









Don’t 

Hold 

Yer 

Breath 

We’re not trying to scare any- 
one and we certainly don’t 
want anyone to do anything 
desperate, but it looks like 
there may not be an ULTRA 
Game Players magazine next 
month. Wait! Don’t jump! We 
said maybe and the reason for that 
is we’re getting in a copy of Mario Kart 
64! Look at it this way, if you were us (and 
we know you wish you were) and a brand new 
copy of a truly fantastic racing game came in 
for the N64, what would you do? Write copy or 
PLAY THE GAME? Edit pages or PLAY THE GAME? 

Answer the phone or PLAY THE GAME? Well, as 
you’ve probably guessed by now, we’re PLAYING THE 
GAME! So, what with everyone getting in line and fighting over 
controllers, we just might not get the mag done next month, but if we 
do, we’ll give you the entire scoop on this hot new N64 title! So, until 
next month, pray that we all get a turn, OK? 




Plus, don’t forget all the great reviews, 
previews, codes, news stories and more that 
come in every action-packed issue of ULTRA 
Game Players! 


Published in the United States of America. ULTRA Eame PtAveRs (ISSN 1091-1685) (USPS 006-037) is pubiished monthiy except semi-monthly in December by Imagine Publishing, 
Inc. ; 150 North Hill Drive; Brisbane, CA. 94005. Periodicals postage paid in Brisbane. CA and additional mailing offices. Newsstand distribution is handled by Curtis Circulation Company. 
Subscnptions: one year (1 3 issues) U.S. S35-95- Canada: S49.95. Canadian price includes postage and GST (GST #1 28220688). CPC Int'l Pub Mail 
#0781142. Outside the U.S. and Canada, add $2 per issue. POSTMASTER: Send address changes to ULTRA Game Pi ayfrs. P.O. Box 50117, 

Boulder, (3o, 80328-0117. Entire contents copyright 1996, Imagine Publishing, Inc. All rights reserved. Reproduction in whole or in part without 
permission, is strictly prohibited — Imagine Publishing. Inc is not affiliated with the companies or products covered in ULTRA Game Piavi-rs. 

Have you ever noticed how. when you pour a bunch of salt on a table and then look at it really closely for a long time, all 
the little granules begin to look like little, tiny planets? Well, when you do this, do any of you start humming the theme 
from Star Trek: Next Generation? I don’t do this, but I wondered if anyone out there did... All letters received are assumed 
INTERNATIONAL jg jje for publication unless marked othenwise. We reserve the right to edit such letters for reasons of space or clarity. 


Standard Mail enclosed in the 
following editions: AB,C.0A2.£,H 

Bulk Rate 

U.S Postage Paid South Florida 
Facility Permit No. 177 














NINTENDO.^4 



DINOSAUR HUNTING SEASON OPENS MARCH ’97 




Turok Dinosaur Hunter © 1997 Acclaim Enterlainmenl. Inc. TUROK:’'^& © 1997. GBPC, a subsidiary of Golden Books Family Entertainment. All 
rights reserved. All other characters herein and the distinct likenesses thereof are trademarks of Acclaim Comics Inc. All rights reserved. Nintendo 
64 and 3-D •N" logo are trademarks of Nintendo of America, Inc. © 1996 Nintendo of America, Inc, Acclaim is a division and registered trademark of 
Acclaim Entertainment. Inc. © & © 1 997 Acclaim Entertainment, Inc. All rights reserved. 


entertainment, 

www.acclaimnatlon.com 




Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 

Please visit us at www.retromags.com 

^ t'te^tit is made from these scans, nor do we offer anything 
■lyllll^avaiiable from the Publishers themselves. 

across ^nyone selling releases from 
do upport them and do let us know. 





r Thank you! 



